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POWER STONE SECRETS REVEALED... AND MORI 


+, It’s the greatest thing to happen to the 
“” world of videogames in years! Sega's 
Dreamcast will launch on 14 October with a 
Fantastic selection of games, the ability to e-mail, 
surf the web and play multi-player battles over the 
Internet. The Future has most definitely arrived! 

This kind of console requires a new kind of 
magazine to get the most out of the software, and 
that magazine is Dreamcast Solutions! Inside these 
i, es you will find the most comprehensive guides 

o the best the Dreamcast has to offer. To kick off 
ve we've got the definitive walkthrough to Sonic 
Adventure. We have taken each of the six characters 
in turn and taken their adventure to pieces, 
explaining where to go, 
If you're stuck on any section of the game you've 
come to the right place! 

AY(OLUM Com nat@) Come) mre lm irednl Wl ayoasete|aglom kclgiualca mele 
Virtua Fighter 3tb players’ guide is right up your 
Street. Every character, every move and the top ten 
special moves for each fighter explained in full 
what more could you want? Sega Rally 2 also gets 
the tips treatment. Okay, so it’s a driving game and 
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there’s no a lot to say, but we've exposed some 
great cheats to give extra cars, and taken each 
course in turn, showing you the best way to tackle 
the road for fast lap times! 

All this plus a complete walkthrough to The House 
of the Dead 2, a track guide for Racing Simulation 
Monaco Grand Prix and loads of cheats for Power 
Stone, Ready 2 Rumble Boxing and Millennium 
Soldier: Expendable. You really are spoilt for choice! 

| hope you find Dreamcast Solutions informative 
and enjoyable. Please drop me a line to let me know 
what you think of the magazine, and if you've got any 
hints, tips, cheats or passwords for Dreamcast 
games, send them in! 


*Nick Roberts 
* Managing Editor 
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REGULARS 


Cheat News 
Network 


*e, Find out 
bit nate wwhat’s going 
on in the world of 
Dreamcast hints, tips 
and cheats. This is 
where you'll find all the 
late breaking cheats for 
your Dreamcast, we’ve 
Cefoaa) e}i (cre Mualolae mre) | laine) 
Co} alomm are) ale hVansrsiel a (o)a pam (ole | 
Core) alas | vo mL ale oJ] al plo) VIN Ke) 
log-on to our website for 
more Dreamcast 
Solutions mayhem! 


WoW by the makers of Dreamcast awuaszit: 
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Q&A 


"7 *., No solutions 
i a .” magazine 
would be complete 
without a place where 
you can ask all those 
red hot questions 
you’ve been dying to 
ask. Flick over to here to 
find out what’s on the 
minds of the Dreamcast 
collective! 





High Score 
Heroes 


F Time to show 
ified > 2” off! In the 
process of putting this 
magazine together we've 
clocked up some pretty 
impressive high scores. 
Now it’s your turn to beat 
us and send in proof! 
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Welcome ta Ua 


Sonic Adventure 


, Number one on Sega’s launch line-up is 
“” the new caper starring that plucky blue 
AR Sonic Adventure! |n this exclusive 
walkthrough we take each character’s adventure in turn, 
explaining the storyline and showing you who to see, 
where to go and what to do to get the most out of the 
game. The guide also includes a complete breakdown on 
the VMS Chao games and how to access them! 
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 , % The second game in 
Fob-l > the big-three line- 
up from Sega, Virtua 

Fighter 3tb has been 

wowing arcade goers 

for years now, and 

finally a home version 

has come along to do 

the game justice. Our 

exclusive players’ guide 

includes every single move 

for all the characters and gives ‘ 
you a top ten to study to > 
become a Virtua Fighter expert! 
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* Our team GUIDES 


of expert game 
players have 
CAV ce Lute io) (ofote Ma xe) 
bring you these 
great players’ 
guides. Hope you 
like them! 
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",," %, Prepare to be scared witless! 
Lh: The House of the Dead 2 is a 
mighty impressive arcade conversion — in 
Fact it’s one of the first home games to 
actually be better than the arcade original! 
We have put together another exclusive 
walkthough, this ime showingwou wherew 
the route breaks off in each level,.and 
giving you essential tips on survival! 


The House Of The Dead 2 





4 ait , nally ¢ 
cose’ eee” ONE... ZO! TO 
complete Sega's triple- 
whammy line-up of games 
comes the perfect rallying 
experience direct from the 
arcades. Sega Rally 2 

is the game that others 
try to imitate and 

we've compiled a guide 

to the tracks and cars 

to help you play the 

game to pieces! 


Racing Simulation: 
Monaco Grand Pr 


4: i % ., When Sega wanted a top 

o " ranking Formula One game 
they ae turned to Ubi Soft. 
Monaco Grand Prix is a feast of Formula One 
fun and includes lots of uniqué Dreamcast 
additions that the other systems didn’t have. 
We have every track explained in full along 
with some fantastic aerial maps! 
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REGULARS 


Cheat News Network 


Every new hint, cheat, password, code and special move 


for Dreamcast — in one handy section! 


Q&A 


Got a question about any Dreamcast game? Write in to 
us and we'll put our panel of experts on the case. 


High Score Heroes 


Here’s where you can grab yourself some high scores to 


challenge your gameplaying skills. 


Dream On... 


130 


Coming in the next issue of Dreamcast Solutions — the 
final parts of our exclusive solutions and a whole batch 


of new ones 
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Reatly 2 
Boxing 


Here are some last minute 
. Pe for Midway’s brilliant 
| f Ready 2 Rumble Boxing. We 
haven't had chance to check 
; them yet, but thought you'd like 
to be the first to see them. Next issue we'll have a complete 
“l players’ guide to the game. 


Two Player Level Select 

dak playing in two player mode, press the Left Shoulder button 
for the two-tier arena and the Right Shoulder button for the 

: Championship arena. If you press Left and Right Shoulder 

{ buttons together you'll get the gym! 






In the fast moving world of Dreamcast gaming 
there are new cheats discovered every day. Here we 
bring you the latest offerings for the top games. 


Millennium Soldier 
Expendable 


* Here’s a bunch of cool cheats for this mega- 
blast of a game! These must be entered on the 
first joypad while playing the game 














Shield d | 
Up, Down, Left, Right, X, Up, Down, Left, Right, Vill Change the Cornerman’s Voice 

s When you're on the character selection screen press the X 
Level Skip button plus any direction on the D-pad to select different 
Y, Y, X, X, Left Shoulder, Right Shoulder, Down, cornerman voices. 
Down, Up, Up < 

e Outfit Change 
Grenades | There are different outfits for the boxers in the game. To access 
Down, Down, Down, Down, Down, Up, Up, Up, them press X + Y¥ together when you select your character. 
Up, Right Shoulder a ; 
Con | S Hidden Leprechaun 

Lives You can play the game as a Leprechaun if you go to the 
A, B, X, Y, Left Shoulder, Right Shoulder, Up, y ® character select screen and press X + Left Shoulder + Right 


Down, Left, Right 


Credits 
A, B, Left, A, B, % 
Right, B, A, Down, — 
Right Shoulder 


Easter Egg 

Left Shoulder, Left, 
Right Shoulder, Right, 
X,.X%, Down, Down, 
Right Shoulder, Left 
Shoulder 


Game Won 

Left Shoulder, Right 
Shoulder, Left 
Shoulder, Right 
Shoulder, Left, Right, 
Left, Right, Y, X 





Level Select 
Up, Down, Up, iy 
Down, Up, Down, ' 
Left, Right, Rightpy \iks 
/ \% es 
\ 2 
\ Va 


J ~, 
6 \Greemcest fr Sage 


Shoulder together. 


Life Recover 


When you look like you're out for the count, rotate the analogue 
f° joystick clockwise and your boxer will recover much faster. 


Class Unlock Codes 


There are different classes to unlock in the game, but you can do it 
by cheating too! To open up the Bronze Class input your 


gym name as “Rumble Power”. Silver Class is unlocked 
: by entering “Rumble Bumble” and Gold Class by 

entering “Mosma!”. Enter “Pod 5!” to unlock the 

final Champ Class, this also has the effect of 

uncovering all the hidden fighters. 
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 Capcom’s arcade belter has already been cheated to bits. We've got a full 


guide next issue, but for now... 


The World Of Power Stone 


Finishing the game with each 
character opens up a different page 
in the World Of Power Stone book 
(found in the Collection menu on 
the title screen). Each page 
contains a new option or item that 
can be used either in the game or 
on your VMS and is usually selected 
by highlighting the page and 
pressing the A button. Here are a 
selection of the new goodies that 
you can access... 


New Fighting items 


The first four times you complete 
the game will open up the front four 
pages of the Power Stone book. 
These contain new items that will 
appear at random in the fighting 
arenas if you turn them on in the 
Options screen. In order of 
appearance, the items are an 
Extending Kendo Stick, a Gatling 
Gun, an alien ray gun and a shield - 
while carrying the shield you will be 
invincible to attacks but will be 
unable to attack yourself. 
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Virtual Mode 
Complete the game as Kraken and 
the Virtual Mode appears on Page 
Five of the book. This is a normal 
one-player game with the exception 
that it turns the whole fight into a 
first-person perspective, making 
winning all that much tougher! 


Dual Virtual Mode 


This option appears on Page Six of 
the book when you complete the 
game with Valgas. It is similar to 
the one-player Virtual Mode only it 
allows two people to play ina 
split-screen, first-person 
perspective fight! 


Play as Valgas B 


Complete the game on any 
difficulty level but without using a 
continue. Now check Page Twelve 
of the Power Stone book to be able 
to play as the super-powerful 
Valgas B that appears at the end of 
the game. Sadly, you can only use 
him in VS mode and even then only 
one of you can choose him per 
match — bummer! 


Watch Endings 


Each time you finish the game, a 
new character ending will be 
added to Page Fourteen of the 
Power Stone book. Choose this 
page to watch any of the endings 
for the characters that you’ve 
finished the game as. 


Extra VMS Games 


You will open up a new game that 
can be downloaded into your VMS 
when you complete the game for 
the fifth, sixth and seventh time. 
You will need a totally empty VMS 
to download the game into — 
playing these games 

will earn you points p&@ 
which canthenbe | % 
used to get more e 
pages of the Power 

Stone book! In order of t) 
opening, the games are — 
Fokker’s Plane Chase, 

Ayame’s Ninja Star 

Throw and 

Gunrock’s Slots. 
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Have you got a burning Dreamcast question that 
you need answered? Well you’ve come to the right 
place. Secret cheats, hot tips, the price of a 
forthcoming release or confirmation of another 
Sega delay... you ask it, we tell it like it is! 


(‘OC I’ve hada 
Dreamcast now for 


a couple of months, it’s a 
Japanese one and I’ve 
bought all the best games | 
could find. One of my 
Favourites of the moment is 
Marvel Vs Capcom - it’s a great 
fighting game as you'll no 
doubt find out when it comes 
out in England. My question is, 
is there any way of selecting 
secret characters? 

Ben Sawer, via e-mail 


Believe it or not 
Ben, there’s a 
bunch of secret characters 


hidden away in Marvel Vs 
Capcom... 


Evil Zangief 

Go to the character select 
screen and select Zangief in the 
normal way but then do a half- 
circle backward movement on 
the D-pad and press quick kick. 
Zangief will turn into an evil 
version of himself. 


Gold War Machine 


_ Again on the 
character select 
screen go to 
Zangief but this 
time get ready to 

input a long 

y. sequence of D-pad 

i moves: Left, Left, 

} Down, Down, 
















Right, Right, Down, Down, 
Left, Left, Up, Up, Up, Up, 
Right, Right, Left, Left, 
Down, Down, Down, Down, 
Right, Right, Up, Up, Left, 
Left, Down, Down, Right, 
Right, Up, Up, Up, Up, Up. 

You should now have a 
golden War Machine above 
Zangief on the screen! 


Hyper Venom 


Similar to the Zangief codes, go 
to the character select screen, 
but this time put the cursor on 
Chun-Li and press: Right, 
Down, Down, Down, Down, 
Left, Up, Up, Up, Up, Right, 





















popular on import. 
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Right, Down, Down, Left, 
Left, Down, Down, Right, 
Right, Up, Up, Up, Up, Left, 
Left, Up. 

IF you press the kick button 


you will now get ice blue venom, 


the punch button will give you 
blood red venom and pressing 
Up will give you Hyper Venom! 


Lilith 

Another secret character is 
available by selecting Zangief 
again, then pressing: Left, Left, 
Down, Down, Right, Right, 
Up, Up, Down, Down, Down, 
Down, Left, Left, Up, Up, Up, 
Up, Right, Left, Down, 
Down, Down, Down, Right, 
Right, Up, Up, Up, Up, Left, 
Left, Down, Down, Down, 
Down, Right, Down. 










|] Capcom’s brilliant Marvel Vs Capcom hasn't got a UK release date yet, but it’s still ad 
It contains the hest characters from all Capcom games! 7 
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I’ve been looking 
forward to the 
Dreamcast’s release for 
over a year now, and just 
as the 24 September is 
drawing near I hear from 
the manager at my local 
Game store that Sega have 
put the release back to 14 
October! Why? This is so 
annoying, having built up all the 
hype, they’re running the risk of 
losing any loyal Sega fans that 
might still be hanging on after 
the Sega Saturn fiasco. Do you 
know what the release has been 
delayed again? 
Tim Brown, Liverpool 
JEN We couldn’t believe 
Sega putting the 


release date of Dreamcast 
back either Tim. Both 
Dreamcast Solutions and 
our sister reviews magazine 


— 


’ gs 





Dreamcast 
Magazine have been 
scheduled to launch around 
the 24 September date, and 
in the world of magazines 
you can’t just chop and 
change at will because 
promotions have been 
booked in with newsagents, 
transport for the magazines 
organised and covermounts 
printed. It’s a real pain in 
the butt to be quite honest! 

Sega’s excuse? They’re 
blaming the whole thing on 
British Telecom, but this 
seems a bit weak to us. 
They say that BT couldn’t 
get the internet side of the 
Dreamcast up and running 
in time for the 24 
September launch. But why 
not launch anyway, 
explaining that you can’t 
link-up your Dreamcast for 
three weeks? At least then 
everyone could have started 
playing the brilliant games. 
There are many software 
companies that weren’t 
happy either — they had 
their games ready to roll 
out, then had to change 
their plans at the last 
minute. Are Sega up to their 
old tricks again? We 
certainly hope not! 


I’m thinking about 
buying a Dreamcast 
\ but would like to know 


_\, how the internet side of 


the machine works 
before I part with 

my hard earned 

} cash! How much does 

a se it cost to e-mail? How 

“WM ‘astis the internet 

~ connection? Can you read 

b newsgroups? All these 

| questions need answering, 
» can you help? 

Simon Shaw, 

, Portsmouth 
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At the time of 
writing, how the 
Dreamcast will actually 
work with the internet in 
the UK is still unknown 
(as the machine hasn’t 
even been released yet, 
and Sega are remaining 
tight lipped!). All we do 
know is that From day 
one Dreamcast will have 
email, Internet access and 
multi-player gaming as 
standard. This is a console 
first, and something Sega 
are very proud of. The 
console comes with a 36.6K 
modem built in and Sega 
have teamed up with BT 
and ICL to bring all 
Dreamcast owners access to 
the World Wide Web. 
British Telecom will be 
responsible for the 
European network 
infrastructure and ICL take 
on the task of creating and 
integrating a Dreamcast 
internet service. Users will 
be able to access the 
internet for nothing more 
than a local call rate — there 
will be no access fee. 
To take full advantage of 
these facilities you will, 
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The new US Dreamcasts come 
packed in with a Web Browser CD that 
allows users to access the internet, send 
e-mail and hasically do lots of cool stuff! 
The UK version has yet to materialise! 





SIGN UP for AT&T WorldNet” Service 


The Dreamcast Network has designated 
AT&T WoridNet Service 3% Our Preferred 
Provider for imernme Servicer. 
For a limited time ontye 

Get a FREE Dreamcast Keyboard 
when you sign up for the Unlimited or Standard 
AT&T WorldNet Service price plans. 


(Register for AT&T WorldNet Service } 











+ Do you consider yourself an expert gamer? Have you achieved an unbelievably 
high score on a Dreamcast game? Well this section of the magazine is especially for you. 
Sega recently held a Get Bass competition at the Party in the Park where this guy from West 
Life was the winner. Can you beat him? 

Time for all you big heads to show off... 


Get Bass 


Bryan West Life 
Klan West Life 
Mike Barson Madness 
(Ge)ce)|iats (olga) 

DJ Capital Radio 
Jane Another Level 
Shane Boyzone 
Nicky West Life 


Virtua Fighter 3th 


Rank Name it Character 
1. YU. 50’ 00" Sarah 





9,650 
7,820 
7,009 
oH 010 )0) 
r=10)0) 
3,690 
3,642 
2,704 








Our very own totalgames.net website has 
heen running Dreamcast coverage for 
months now — take a look for yourself! 





Champion 
however, need a couple of 
extra bits of kit. There’s a 
Dreamcast keyboard that 
Sega will make available 
after launch so that you can 
create your own email and 
they are also working with 





Character Time 


lomega to create a 5 Wan 50’ 05” Jacky 1 Yoshida 4’49”000 
Dreamcast version of their vane 2 Nnn 4’52"225 
; P F 5) KAK 50’ 10 Wolf 
highly successful Zip drive. 4 DK 50’ 15” 3. Yamaji Vso lnsis)7/ 
These Zip discs will allow up : ‘ ped 4 Hasuoka 4'56"483 
5 MKA 1040) : 
to 100MB of data to be 6 35" 5 Ohta 4’59”"764 
downloaded from the a 6 5’02”"265 


Internet and stored. 


















If you’ve got a question you 
want answered, drop us a line 
using one of these methods... 


Address :Dreamcast Solutions 
Paragon Publishing 
St Peter’s Roatl 
Bournemouth 
BH1 2JS P r cae 
Telephone >-01202 299900 li ce oe es 
Fax :01202 299955 a 
E-mail > sickr@paragon.co.uk Son F Ad entu fe c 
Website > www.dream-castnet F V i Ere aUcer 
You can call any weekday between * Finished with every character Yuji Naka 
the hours of 5pm and 6pm ‘ 





Director 
Takash 


ken y Art. director 
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; Dreamcast Solutions 
Play any Dreamcast game Send in your video or Paragon Publishing 
and get yourself a to hotographs to us with ; 
. BA sashes p PaeogtapHs:s St Peter’s Road 
Ph. Rm score, hopefully better a letter detailing your Bournemouth 
Cl efe ghd than the ones on this page. scores and your name and 


AEBS 


BH1 2JS 


address. We will scrutinise 
your efforts and weed out 
all the fakes, then print 
them in a forthcoming issue 
of Dreamcast Solutions! 
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Use a camera or video 

recorder to capture the 

evidence of your 
amazing feat! 
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rt ou only ue | 
one game for 
_ your ae 
make it Sonic » 
Adventure. If © 
you need one | 
guide to Wels. 
you through the 
game, then it’ so ah 








_ take you — 
through step- 
_ -by-step... Pee: 


“Thea iG; AS 7 


“Sonic 
Nw 4 ne 


Publisher | Sega 
Developer | Sonic Team 
Origin | Japan 
Adventure 


Jump pack 


information — 
Save position ~} ‘ 


Logo during ploy ~} 
Mini game ~} 

















Rings Ring Pod Bubble Shield 
* Stashed about the place through If there’s one Rather than 5 | Handy for those 


all of the action levels in the game thing you should "collecting rings situations where 
are lots of items just waiting for never be without one at a time, why you’ve grabbed lots “ 





you to collect. With the exception when running through each not go for a whole stash of of rings and don’t want to give 
of general rings, all of them are level of Sonic Adventure, it’s them at once? Ring Pods are them up for anyone. Collect a 
found inside special glass pods rings. Even if you’ve only got glass domes containing a Bubble Shield from one of the 
that must be broken open if you one ring you’re safe from an certain amount of the golden item pods and you'll be 

want what’s inside. Particular enemy attack — just don’t hit beauties, numbering from one granted a shiny bubble to wear 
items are there for a purpose so anything if you’re empty- all the way up to twenty. To as protection from the 

check out the surrounding area in handed! Collect 100 rings and collect them just smash the enemies. It only lasts for one 
case you need to do something you'll even be rewarded with pod and you'll be given the attack though so don’t let your 
once you’ve got the prize. an extra life! rings in a lump sum! guard down for a second... 
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After many years in the 
wilderness, this is where 
Sonic makes his comeback! 


*, It’s been a long wait 
-” for all fans of Sonic, 
but the world’s favourite 
blue spiky hedgehog has 
finally made it back to 
the big time! Sonic 
Adventure is one of the 
greatest games the Dreamcast 
has to offer, and here at 
Dreamcast Solutions we've put 
together the definitive guide 
to the game, so you can see 
everything this masterpiece 
has to show off. 


If you don’t know who 
Sonic The Hedgehog is then 
you must have been living 
under a large stone for the 
past decade. He’s the 
fastest of his species and 
Yo cars me ltialmerelilate Mm aom Colo) 
the evil Dr Robotnik from 
taking over the world with 
his army of robots. If you 
think this is a ridiculous 
idea... well, what are you 
doing reading this, eh? 





Electric Bubble 


Even more fantastic 

to find is the “ y, 
Electric Bubble. Not a3 
only does this protect you from 
one attack and prevent you 


from losing your rings but also 
helps you to get more rings! 
Run into an area and all the 
nearby rings will be attracted 
to your magnetic personality, 
saving you the trouble of 
collecting them! 


Sonic's Adventure 


The Adventure 
Begins... 


We join Sonic as he arrives in 
the coastal city of Station 
Square, ready to visit his good 
Friend Tails in his house to the 
north. As a mysterious 
shooting star flies overhead, he 
suddenly spots trouble below — 
a swarm of police cars all 
racing towards the end of 
town. Following them, he 
spots a creature that seems to 
be entirely made out of water 
that the local cops can’t hurt! 
Being the typically heroic 
hedgehog that he is, Sonic 
leaps into the fray to try to 
stop the monster in its tracks. 





Running Shoes 


IF you think that 

Sonic simply isn’t 

fast enough under 

his own steam (what are you, 
crazy?!) then collecting these 
will ease your woes. With the 
Running Shoes on their feet, 
any character will run at twice 
the speed they normally would 
— of course, it only lasts for a 
short time so get to where 
you’re going pronto! 





Sewer —- jump into 
the manhole near the 
Chaos Zero fight. 


Purpose 
Adds the Light Speed 
Dash to your abilities. 


How To Use It 

Hold the B/X button 
down for four 
seconds to activate it. 


Invincibility 

What would an 

adventure game be 

without Invincibility? 

They’re rather rare but when 
they do pop up, you know 
you’re going to need every 
second of protection that they 
provide. Smash the pod to grab 
the icon and then leg it for all 
you’re worth — you don’t want 
to be standing near something 
nasty when the shield runs out! 


Power-uj) Locations 


+» Here’s where to find and how to use Sonic’s special items... 


Power-up Power-up Power-up 
Light Shoes Light Bracelet Light Upgrade 
Location Location Location 
Hidden in the Station | On second floor of the | Near the 


hotel in Station Square. 


Purpose Purpose 
You only have to Adds the 
charge the Light Speed | Light Speed 
Dash for two seconds Attack to your 
instead of four when abilities. 
wearing the bracelet. 

How To Use It 
How To Use It Just charge it 
Use the Light Speed up and then 
Dash to reach it. let rip! 


| 
= 
a 


| HowTo Play | 





‘ ill wat 
a a 
wn, 


~~) = Don’t know how to play 
as Sonic? Here’s a quick run 
7") down on the moves... 

















Floating Island. 





Extra Life 


It’s pretty obvious 

what this does 

when you pick it up 

— smash a pod to grab one of 
these and you'll be rewarded 
with an extra life. They’re not 
always in the most accessible 
places though so you might 
have to go out of your way to 
collect them. Keep your eyes 
open for possible hiding places 
and explore everywhere! 





Spin Attack 


Press the A button to 

leap up and curl into a 
ball that can destroy any 
enemies that it touches. 
Press the B/X button to fall 
back to the floor quickly. 


Homing Spin Attack 


Perform the Spin Attack 
and then press A again 
to ‘home in’ on the nearest 
enemy or object such as an 

item pod. You can do this 
move repeatedly as long as 
there are targets to home 
in on. 


Spin Dash Attack 


Press the B/X button to 

curl into a ball and spin 
along the ground very fast, 
destroying anything in your 
way. Press the A button to 
stand up again. 


Light Speed Dash 


Hold the B/X button to 

spin on the spot until he 
stands up and a voice says 
‘Ready’. Release the button 
to fly off in a straight line 
very fast, following the 
nearest line of rings if there 
are any around. Use this to 
get to places you wouldn’t 
normally be able to reach. 





















*. Here’s how the pad works 
’ when playing as Sonic... 


)) Move Sonic about 


Pick up item 


Spin (hold to charge Light Speed 
Dash when wearing Light Shoes) 


Spin (hold to charge Light Speed 
Dash when wearing Light Shoes) 





SA) Jump (press repeatedly to 
use the Homing Spin attack) 


Move camera left 


Move camera right 


Pause/unpause 






Camera 
Zoom in/out 


camtinued 
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» Seeing as how this is the 
very beginning of the game, 
this fight is not exactly the 
most challenging battle on the 
planet. Chaos Zero is simple 
enough to avoid with some 
nifty running and jumping - 
make sure you collect a couple 
of rings as soon as you can so 
that if you do happen to get 








hit, you’ll be able to carry on. Quickly make the first jump and 
use the Homing Spin attack to get an easy first hit in then run 
away quickly. Chaos will begin to spin and extend his arms so 
jump over these and use the Homing Spin again to get another 
hit. If he shoots one of his arms towards you, dodge out of the 
way quickly and smack him in his watery mouth. Finally, he’ll 


jump up onto the lamp-posts 
and start extending his arms 
towards you in an effort to 
make a hedgehog kebab - 
jump to avoid the skewer and 
keep moving until he jumps 
down from his vantage point. 
Use this brief pause in his 
attacks to leap in and finish 
the job. 
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The Adventure 
Continues... 


As Sonic lays the crushing blow 
to Chaos, the water beast 
suddenly changes into a puddle 
and disappears off into the 
nearest storm drain — coward! 
With our hedgehog friend 
wondering what just happened, 
we look up to find the evil Dr 
Robotnik overlooking the 
action. He's obviously got 
something to do with this... 
well, hasn't he always? 

The next day, Sonic is 
relaxing quietly by the pool as 
the clouds pass slowly over his 
head. Thinking of ordering 
another cocktail, Sonic looks 
up and spots something fly 
above him at an alarming 
speed. It can’t be a cloud... no, 
wait! It’s an airplane! Even 
worse, it’s Tails’ airplane and 
it’s in serious trouble! Quick 
Sonic — chase it and help Tails 
before his plane crashes! 





Sonic's Aciventure 


Emerald Coast 


Target: Get to Tails’ plane 
The first main level of the 
adventure isn’t here to cause 
you any serious difficulties — 
you should learn some of the 
important techniques here that 
you'll need later in the game. 
Start by running along the 





beach, avoiding the Rhinotanks 
and Kikis until you get to the 
dock. Run into the spring on 
the end of the pier to bounce 
around a little and wind up on 
the next boardwalk. Be careful 
when you land as you'll start 
bouncing off of the ropes at the 
sides if you run into them. 
Follow the pier and then hit the 
Speed Roller to fly through the 
loop and end up on beach 
ahead. Run down the sand 
through the checkpoint and 
when you reach the grassy 
section at the end, run onto the 
ramp to fly over the water to 
the other side. 

Run through the next 
checkpoint and down the path 
to the right, hitting the Speed 
Roller around the blind corner 
to race up the vertical wall to 
the top. Quickly dodge under 











the falling spiked bar and then 
go down the slope and hit the 
Speed Roller at the bottom to 
head through the loop and over 
to the pier beyond. Run along 
the pier, watching for the whale 
umping in the water that sends 
the floating walkway bobbing 
up and down. At the end, go 
through the checkpoint and hit 
the Speed Roller to start a 
chase between you and the 
Killer Whale along the pier — 
fortunately you can just leave 
the stick alone and Sonic will 
guide himself through this until 
you land on another beach. 

Past the next checkpoint, run 
under or around the spiked bar 
and then up the slope (unless 
you want to collect the three 
Ring Pods around the back of 
the tower). Hit the spring at the 
top and then use the other 








[1] As you hit the speed rollers you'll find that 
Sonic goes into autopilot — just let him do his 
stuff until you're back in control again. [2] The 
levels in Sonic Adventure are truly 
massive — as this zoomed out shot 
shows. [3] Wow — a dolphin does 
hackflips as Sonic runs by. [4] Look out 
for these checkpoints with blue halls on 
them — they'll save your position. 


aU a(=M=\ IP) am acoleleluil| @umer-laie 
with a vengeance — sort 
him out! 


springs to get to the peak of the 
tower, stopping halfway up to 
grab an Extra Life. Run around 
the corner and make little jumps 
over the gaps in the walkway 
that leads to the lighthouse — if 
you fall, you might be saved by 
the updraft of wind but you 
shouldn't risk it. Go around the 
lighthouse and then into the 
cave on the other side. 

Speed down the tunnel and 
past the checkpoint then keep 
the pace up and use it to climb 
the vertical wall to the left. 
Although the path leads down 
to the right, through a long 
pool of water guarded by Pond 
Skimmers, you want to go up 
to the small cave in the top-left 





spiked barriers — he careful! (6) He was never like this in Free Willy! 


corner. Taking this cuts out a 
huge section of the level by 
means of the springs there and 
also gives you an Extra Life! 
Out the other side you need to 
keep running so you can stay 
central along the sloped track 
before hitting the Speed Rollers 
and flying through another 
triple loop and over a ramp. 
Land and then quickly run 
forwards and hit another Speed 
Roller to fly up to the top of 
the vertical ramp. 

When you hit the grass, run 
forwards and climb the stairs 
then turn right and jump again 
to find another cave. Go 
through here, jump some more 
steps and hit the checkpoint 
















* When you're standing at the bottom of the vertical ramp after 
the triple loop, perform the Spin Dash and then boost forward, 
hitting the Speed Rollers. As you fly upwards, hold the stick as 
far right as you can and you should fly off of the ramp and land 
over on a Shallow island on the far side. Collect the Extra Life 
behind the ramp and then right forwards to the end of the beach 
and hit the spring — use the next spring after this to rejoin the 
course where the Boost Pads finally drop you. 


TIME 01:03:69 
’ 048 A 


before taking the long slope 
down to the bottom to find 
some more Speed Rollers. 
When you hit the springs and 
land on the grassy platform, 
stand on the orange pad 
marked ‘1’ and hit the A 
button. This will boost you to a 
pad marked ‘2’ so quickly hit 
the A button again to fly over 
to ‘3’ and so on until after the 
Fifth pad you land on a raised 
grassy section. Go under the 
two spiked bars and down the 
slope to the loop and then hold 
forwards to run down the next 
Speed Roller-filled section and 
fly through a large stone hoop. 
From here it’s a short run down 
the beach to find Tail’s plane 
crashed on the large sandy bank 
at the end. 


ormati on> 


> Some of Sonic’s Friends 


didn’t make it into the 
finished game. Has anyone 
heard of Sally Acorn the 
Squirrel or Rotor the Walrus? 








conti rue > 
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The Adventure 
Continues... 


Although his plane is a mangled 
wreck, Tails is in pretty fine 
shape. Taking him back to his 
hotel for a rest, Tails tells Sonic 
that he has something rather 
special to show him that he 
found on his travels — a Chaos 
Emerald! Sonic is pretty 
amazed by this but Tails says 
that there’s more excitement in 
store if Sonic follows him! 
Head back through the hotel 
from the pool and take the 
double doors next to the stairs 
to get out into the main square. 
Run forwards and run up the 
flight of stairs to the left then 
pass through the doors at the 

















* Taking on the Egg Hornet is 
easy enough as long as you 
predict his attacks and make 
the right moves accordingly. 
Grab some rings immediately 
and then run in a wide 
looping circle away from the 
Hornet as it begins to fire 
missiles. The missiles will hit 
the ground at the point where 
you last stood so if you run in 
a big circle, all the missiles 
will miss you and the Hornet 
will have run out by the time 
you get back to where you 
started. At this point 
Robotnik will back away and 
then power up his front 
shield, ready to make a diving 
attack. Again he will aim at 


top — this is the Station Square 
train station and you'll spend a 
lot of time here. By running up 
the stairs at the back of the 
Station, you can reach the main 
platform and catch a train to 
Mystic Ruin station which is 
close to Tails’ house. Once you 
get to Mystic Ruin, jump off the 
edge of the wooden platform 
and take a right turn under the 
arches of the railway bridge — 
the flight of stairs in the small 
cliff lead up to Tails’ house so 
climb them to find your friend. 
It's not a warm welcome 
though as Dr Robotnik is 
waiting for both of you! After 
telling you of his return, 
Robotnik will fly off and quickly 
come back with his first 
weapon — the Egg Hornet! 

















the point where you were last 
standing so jump out of the 
way at the last second so that 
his spikes dig into the ground 
and he can’t move. When this 
happens, jump in and use a 
Spin Attack on the cockpit to 
cause some damage and make 
him revert to his missile 
attacks. You'll need to hit the 
Hornet three times before it 
goes down in flames. 





ry TREE 
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The Adventure 
Continues... 


With his Egg Hornet beaten, 
Robotnik’s plans are foiled... or 
at least Sonic thinks so. But it 
seems that Robotnik has other 
ideas — with a quick press of a 
switch, Tails’ Chaos Emerald 
belongs to the doctor! 
Suddenly, the water monster 
Chaos appears out of nowhere 
and Robotnik gives him the 
Emerald. With a flash of light, 
Chaos Zero disappears and in 








his place stands Chaos One! His 
plans of world domination laid 


F. 


down for all to see, Robotnik 
and Chaos both vanish into the 
distance. What will Sonic do to 
stop them? 

Run over to Tails’ house — 
although your friend isn’t there, 
you will find the windstone 
crystal sitting outside his front 
door. Pick this up by walking up 
to it and pressing the ¥ button 
then run over to the cliff face 
near the lake. Set in the cliff on 
the right is a crevice that you can 
walk through to find a powerful 
gust of wind blowing up through 
the ground. The wind is being 
blocked by some kind of cover 
So walk to the left of the vent 
and place the windstone crystal 
in the pedestal you find there. 
This will release the cover, 
allowing the wind to blow freely. 














Now you can jump into the 
updraft and be: blown high into 
the sky to enter the second 
level, Windy Valley. 





Sanic's Adventure 


Target: Get to aNeY 
Chaos Emerald 

When you run forwards from 
the start, the path splits almost 
immediately. You can either take 
the lower route which is filled 
with enemies, wind vents and 
springs all leading you to the 
large vent at the end or you can 
use the top route. To take this, 
jump onto the raised platform 
to the left and use your Homing 
Spin attack to jump from fan to 
fan until you eventually land on 
the same platform next to the 
arge wind vent — this is quicker 
and gives you an Electric 
Bubble for your troubles. Go 
through the checkpoint, down 
the slope and then run right off 
the end of the platform. 
Whatever you do, DON'T STOP 
RUNNING! You'll run up an 
updraft of wind and land safely 
on a grassy ledge above. 

Use the trampoline in front of 
you and let it throw you up 
three times to get enough 
height before you move over to 
the platform ahead. Grab the 
Ring Pod and jump over to the 
edge with the broken bridge 



























Robotnik is using a water 
creature called Chaos to 
defeat Sonic this time! 


TIME 00:07:26 


0.13 3... 
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we 


before running along the next 
rope bridge — jump before the 
end to fly up as it collapses then 
use the Homing Spin attack to 
collect the Extra Life at the end 
of the bridge. Now run to the 
right and let the tornado sweep 
you off your feet. 

In order to escape the 
tornado you'll have to leap up 
the various platforms to the 
very top of it. Run around the 
bottom level and hit the spring 
then hold Right on the stick to 
cut out the whole of the next 
platform and land by the Boost 











} Lf 
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[1] The Windy Valley level is a right roller coaster ride through a bunch of wi 


Pad. Boost through all the pads 
as you did in Emerald Coast 
and then when you land, run 
over and use the trampoline to 
jump up to the flying bridge. 
Hit the spring at the end and 
hold right to hit the next spring 
before landing on the very top 
platform. Now head into the 
small turret at the end and use 
the final spring to fly out of 
the tornado. 

When you finally land you'll 
be at the very top of the speed 
roads. Run along the platforms 
until you reach the stone brick 
area — use your Spin attack to 


break through and find the next 


section of track. The trick to 
making it down most of the 
speed road is to try and stay 


central so that you don’t hit the 


Do e =, 
> & =< nila 6 
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TIME OO: 1 £34) 
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sides and always hold forwards 
to keep running at all times. At 
the bottom of this track you'll 
hit some springs that throw 
you up — land on the grassy 
area and drop down to the 
next level where a rocket waits 
for you. Grab the rocket and 
hold on tight! You'll fly over 
and land on the next section of 
the speed road. 

Go through the checkpoint 
and hit the Speed Roller before 


P 


_— 
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running right to the bottom of 
the track and off the end, flying 
along the updraft onto the 
grassy tower. Hit the springs and 
leap up then use your Spin 
attack as you come down to end 
up on the highest level of the 
tower. Run around the ledge, hit 
the spring and collect the 
Electric Bubble before jumping 
onto the very top of the tower — 
jump into the hole and fly up on 
the updraft before aiming at the 
spring directly above the centre 
of the tower. You'll hit three 
different springs and then start 
falling so aim for the platform 
below and try not to fall off! 
Again, you need to run down 
another speed road and collect 
a load of rings — if you've still 
got the Electric Bubble, this is a 
lot easier. Remember to keep 
running as you pass through the 











Extra informatiom> 


> Believe it or not the word 


‘Robotnik’ comes from the 
Czechoslovakian word for 
‘worker’! Now there’s an 
interesting fact! 


loops and change the direction 
you have to press on the stick 
to run forwards as the camera 
pans round. At the bottom are 
some Speed Rollers that throw 
you up a vertical wall before 
you run back down it — keep 
holding forwards to get 
through this whole section and 
run along the updrafts at the 
very bottom. When you can run 
no further, you'll come down 
and land on another grassy 
platform where the Chaos 
Emerald sits just ahead. 








follows along a few steps behind. [3] Make sure you take your travel sickness pills hefore playing this! 


continued > 


Issue 1 | Dreamcast Solutions | 15 





vei med 


Tit O4:502:21 
’ 063 
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The Adventure 
Continues... 
Once you've got both of your 
feet back firmly on the ground, 
head for the train station and 
take a ride back to Station 
Square. Run outside of the 
Station at the other end and 
instead of going back to the 
hotel, follow the road round 
the back of the station to find 
yourself near where you first 
met Chaos. Right in front of 
you should be an open manhole 
— there was a car parked over 
the top of it originally. Jump 
down and follow the sewer, 
leaping up onto the high ledge 
until you find the Light Shoes 
just around the next corner. 
Walk forward and once you've 
stood on the button, use the 
Light Speed Dash to follow the 








line of rings and escape the 
sewer. Exit through the door to 
find yourself inside the Antiques 
Shop near the manhole that 
you dropped down originally. 

IF you run back to the hotel 
in the main square, you'll find 
that the sliding doors next to 
the Reception Desk will now 
open up when you walk up to 
them. Before you go through 
them, run up to the second 
floor of the hotel and power up 
your Light Speed Dash. Now 
stand on both switches and 
release the B/X button to fly 
over to the double doors on the 
other side which you should run 
through before they close to 
collect the Light Bracelet. Drop 
down and head through the 
doors to enter a new area of 
town with a big casino in it - 
you'll find that there is another 
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entrance to this area that has 
opened up under the stairs of 
the train station. The casino is 
closed but there’s a large 
button above the doors so 
stand on the small switch in 
Front of the casino to make a 
line of rings appear then 
perform the Light Speed Dash 
to fly up and hit the button and 
open the doors. You can now 
go inside and enter Casinopolis! 


LEVEL 03 
Casinopolis 


Target: Win enough rings to 
reach the Chaos Emerald 
The level known as Casinopolis 
is a little different to all the 
other stages that you'll need to 
play in order to defeat 
Robotnik. Rather than racing 
through the stage collecting 
rings until you reach the goal at 
the end, you'll have to earn the 
Chaos Emerald by winning at 
the various games scattered 
about the casino. Small 
amounts of rings can be found 
by using a Homing Spin attack 





PPygersritirrrs 
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on the fruit machines sitting at 
the sides of the main area while 
there is also the odd clusters of 
rings lying around the place. If 
you want the big rings though, 
you'll have to try your luck at a 
little pinball... 


The casino can be divided 
into five main sections: 


The Washrooms 


» The small pink entrance 
between the fountain 
and the Collection Room 

This area is home to a small 

amount of rings and also acts 

as your starting point in the 
casino when you finally make it 
out of the sewers. Just for fun, 

try making Sonic stand under a 

shower — the water will start 

running and the hedgehog will 
begin washing himself! 


TIME OT: 21 
« -253. 
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The Collection 
Room 


> The huge entrance 

with golden Sonic 

statues outside 
Each time you leave a pinball 
table with over 100 rings, you'll 
be dumped in front of the 
entrance to the Collection 
Room. Go through the large 
sliding doors and you'll see an 
empty room, except for the 
arge red button on a raised 
edge in front of you and the 
Chaos Emerald on a shelf high 
above your head. By standing 
still on the button, you call 
down two huge robotic arms 
that promptly pick you up and 
begin shaking all your rings out 
of you! The rings gather in the 
empty space below you and 
slowly mount up as you collect 
more of them — you'll need to 
find over 500 rings if you want 
to pile them high enough to 
reach the Chaos Emerald. 


Extra infornmation> 














” The very first Sonic game to 
star Sonic the Hedgehog 
was on the Sega Master 
System back in 1991. 
Anyone play it? No. 





Sonic discovers the 
Casinopolis level - one of 
the coolest in the game! 


3 
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The Sewers 


* Lots of slimy water, very 
nasty indeed! 
IF you lose all three balls on 
either of the pinball tables 
and are carrying less than 100 
rings, you'll be dropped into 
the sewer like the loser that 
you are! This isn’t necessarily 
a bad thing as traversing the 
sewers can net you in excess 
of 250 rings! You have to run 
through the first section, 
dodging the Spinas and 
Spiked Balls until you reach 
the fan room — when you get 
here, a huge updraft will form 
and blow you up to the 
openings near the top that 
lead to passages. Follow 
whichever passage you fancy 
to reach another fan room 
and then you'll wind up in the 


[1] When you end up in the sewer, you'll 
have a great opportunity to grab loads of 
extra rings. [2] If you're only short of a 
few rings, spin into the smaller fruit 
machines around the edge of the casino. 


next part of the sewer. Cross 
through more murky water 
and over spikes and Spiked 
Balls until you find the ladder 
at the far end that leads up to 
the Washrooms. 


The Pinball Tables 


There are two main pinball 
tables although the controls for 
both are the same. The top L 
and R buttons on the pad 
control the left and right 
flippers respectively while the 
Analogue Stick nudges the table 
slightly if you're going to lose 
the ball. Now on to the 
specifics of each table... 


Sonic Pinhall 


» The large blue entrance 


Three-way Passage 


There are three passages on the 
left that the ball can fall 
through when the ball is either 
initially launched or fired 
through the Right Passage. 
When the ball drops through a 
passage, a light appears to 


a 
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show that the ball has been 
there — this light can be moved 
around by pressing either of the 
flipper buttons. Lighting up all 
three passages gives you a 
reward of 15 rings... cool! 


Bumpers 


Each time the ball impacts one 
of the three bumpers in the 
top-left corner of the table, 
you'll be given one extra ring. 


myonsa8 38 


Targets 


Knocking down all three 
targets on the right-hand side 
of the table will give you an 
extra 15 rings as a bonus. 


Left-hand 
Light Switch 


IF you fire the ball and hit the 
Light Switch next to the left- 
hand cover with yellow and 


combi muect > 
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black warning stripes on it, the 
cover will drop and you'll have 
access to the Left-hand Prize 
Ramp for a limited time only, 


Right-hand 
Light Switch 


If you fire the ball and hit the 
Light Switch next to the right- 
hand cover with yellow and 
black warning stripes on it, the 
cover will drop and you'll have 
access to the Right-hand Prize 
Ramp for a limited time only. 


Left-hand 
Prize Ramp 


Fire the ball up the left-hand 
Prize Ramp when it’s open to 
reach the Prize Chute on the 
right-hand side of the table. 


Dr Robotnik has always 
been a world dominating 
type. He took over the 
planet in the Mobian year 
of 3324! 


TIME 05:10:63 
> 0865 








ball over the two bumpers and 
into the opening when it is 
facing in the right direction to 
collect the Ring Pods and Extra 
Life inside. 


Right-hand 
Prize Ramp 


Fire the ball up the right-hand 
Prize Ramp when it’s open to 
reach the Prize Chute on the 
left-hand side of the table. The 
best way to reach the prizes is 
to hold the stick as far left as 
you can — you'll go through the 
opening and around the little 
slope to drop into the Prize 
Chute and collect the two Ring 
Pods and Extra Life inside. 


Central Slots Ramp 


By firing the ball up the Slots 
Ramp in the middle of the table, 
you'll activate the Slot Machine 
in the centre — by pressing the A 
button, you can stop the reels 
from turning. Getting any of the 
following combinations either 
horizontally or diagonally across 
the reels rewards you with the 
following prize... 
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Gives you 15 rings with no hassles, 
guaranteed! It also lights up the right passage 
for a limited time — each time you fire the ball 
up this passage while it’s lit will give you 
another 15 rings. 


3 X Tails = T-Kickhack 


Activates the Kickback bumper in-between 
the flippers at the bottom of the table — 
you'll be unable to lose the ball down the 
centre for a brief time, but the side passages 
are still open so be cautious. Also gives you 
15 rings into the bargain and lights up the 
middle of the three passages in the top-left 
corner. Each time you fire through it, you'll 
get another ten rings! 





3X Amy = Blue Rose 
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Possibly the hardest prize to get, simply 
because there is only one Amy symbol on each 
reel! When you do finally manage to get her, 
you'll be given an absolute ton of rings as 
your prize! The targets on the right will also 
light up and every time that you knock them 
all down, you'll get more rings. 


Win Every Time! 


















3X Knuckles = Shining ‘K’ 


Gives you 15 rings and lights up the left-hand 
Light Switch for a limited time. IF you manage 
to hit this, the Right Passage will light up for 
the time remaining and you can hit the ball up 
this for a reward of 30 rings a time! 


3X Sonic = Speed Star 


Not the easiest of prizes to win but you can 
do it if you try. Getting three Sonic symbols 
gives you a large amount of rings to begin 
with and then lights up both of the Prize 
Ramps. You now have to open these by hitting 
the Light Switches before launching the ball 
up the two ramps. If you manage this then 
you've pulled off possibly the hardest feat on 
the whole table. 





3 X Robotnik = Final Eggman 





It might seem bad to get Dr Robotnik but you 
can make up for it later. When Final Robotnik 
appears, you'll lose a whole ton of rings but 

once that’s done the central ramp will light up 
for a brief period. Every time you fire the ball 
up here during this time, you’ll get ten rings 

back, so it isn’t all that bad! 


for the symbol that you want 
to come round. Keep moving 
the reels until the correct 






* Okay, so we admit that 
getting the prizes on the Slot 
Machine is a little hit and 
miss but we’ve managed to 
find a way that you can make 


sure of getting a special prize 
every time! 


Although it takes a bit of 
practice to get it right, once 
you’ve given it a try you can 
be a winner! When you get the 
ball up the centre ramp and 
start the reels rolling, pause 


the game. Now hold the 8 and 
Y buttons at the same time 
and you'll get a ‘clean pause’ 
that allows you to see the full 
screen without any 
obstructions. To get what you 
want-on-each-reel, quickly 
unpause and re-pause the 
game by pressing the Start 
button twice quickly in 
succession while still holding 
the B and Y buttons. This will 
result in the reels moving 
around very slowly so watch 


symbol is positioned just 
above the top line of the reel 
window. In order to get it on 
the middle line, you must 
unpause the game and 
IMMEDIATELY press the A 
button_to-step-the-reel. 


Carry on using this method to 
get all three symbols matching 
on the middle line - as we 
said, it can take a bit of 
practice but is well worth it in 
the end! 
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NIGHTS ‘Carts 
And Pinball 


> The large purple entrance 
Anyone who used to own a 
Saturn will know exactly what's 
happening here — it’s a pinball 
table based around the 
character NiGHTS! Although 
there's plenty going on here to 
keep you occupied, it can get a 
little complicated what with 
having to cope with two tables 
AND a special area at the same 
time. Still, if you can get your 
head around it you'll have a 
whale of a time! 


The NIGHTS 
Table 


Three-way Passage 


There are three passages on the 
right that the ball can fall 
through when the ball is either 
initially launched or fired 
through the left passage. When 
the ball drops through a 
passage, a light appears to 
show that the ball has been 





there — this light can be moved 
around by pressing either of the 
flipper buttons. Lighting up all 
three passages gives you a prize 
of ten rings. 


Bumpers 


Each time the ball impacts one 
of the two bumpers under the 
three passages in the top-right 
corner of the table or the two 
at the bottom, you'll be given 
one extra ring. Hit them enough 
times in succession and you'll 
get a bonus Of ten rings. 


Targets 


There are three pink targets 
placed on the left-hand side 
between the Left Passage and 
the Central Ramp. Knocking 
down all three targets will 
give you an extra ten rings as 
a bonus. 


Central Ramp 


Firing the ball up the central 
ramp guarantees you one 
Playing Card and drops the 
ball back down by the left 
flipper. Other than that, you 
don't get anything for this 
ramp... what a rip-off! 


The Gateway 


Placed at the very back of the 
table is The Gateway — this leads 
to the Nightmare table and can 
only be entered via the Right 
Passage. It’s closed for most of 
the time but you can open it by 
‘collecting’ the various picture 
Playing Cards scattered around 
the table. You have to match the 
pictures on the cards up — 
collect a card, simply fire a ball 
through it and the card will spin 
round, before appearing on the 
bottom-right of the screen. 
Losing the ball loses you all of 
your current cards and you can 
hold five cards at a time before 
they all reset so try to get 
matching pictures to get the 
Following results... 


Two Matching Pictures 
One Pair: When you get One 
Pair, you'll receive a bonus of 
ten rings and The Gateway will 
open to the Nightmare table. 


Two Sets of Two 
Matching Pictures 

Two Pair: If you manage to 
match up two different sets of 
pictures to get Two Pair, you'll 
get a 15 ring bonus and open 
up The Gateway leading to the 
Nightmare table. 


Three Matching Pictures 
Three Card: Upon getting Three 
Card, you'll be given a 20 ring 
prize and the Left Passage will 













TIME OF: 20: 13 


ight up for a short period of 
time. Firing the ball up through 
the passage will reward you 
with ten rings each time and 
when the timer finally runs out, 
The Gateway will open to the 
Nightmare table. 








Four Matching Pictures 
Quad Card: Very hard to get 
unless you get lucky on the 
Nightmare table, Quad Card will 
give you a huge mass of rings 
to keep and light up the three 
pink targets on the NIGHTS 
Table for a short time. Each 
time you knock them all down, 
you'll be given even more 
rings... lucky you! 


The Nightmare 
Table 


Even though there appears to 
be a lot going on here on the 
Nightmare table, you'll find that 
besides being covered in Playing 
Cards (which makes picking 
which ones you want even more 
difficult) it’s actually rather bare. 


Super Looper 


Fire the ball up the far left side 
of the table and it will take off 
into the air. At this point, the ball 
will either spiral round and land 
back on the right-hand side of 
the table or fly off into the 
distance depending on how hard 
you hit it. If you receive the 
atter, you'll go for a ride with 
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information? 


> NiGHTS was a cool game on 


the Sega Saturn and Sonic 
Team are rumoured to be 
working on a sequel for the 
Dreamcast. Cool! 


NiGHTS through the last level of 
his original game! It looks snazzy 
but what do you get for doing 

it? Well, nothing actually... sorry! 


A-Life Plain 


When you eventually lose the 
ball on the Nightmare table, you 
won't have to start from scratch 
— instead, you'll jet down a 
tunnel back to the NiGHTS table 
via the A-Life Plain. This is also 
based on one of the levels from 
the game ‘NiGHTS - Into 
Dreams’ and look rather 
fabulous as you fly around it. 
though it’s quite tough to do, 
Ou can steer the ball around a 
t by means of the top LandR 
uttons — however, it doesn’t 
ter your path all that much. 

he interesting thing is that if 
ou manage to steer the ball 
directly underneath the gazebo 
in the middle with NiGHTS 
above it, a small fanfare will 
sound and a glowing ball will 
appear on one of the five pillars 
under the canopy. Getting all 
five balls is virtually impossible 
though — if you can do it, you 
truly can call yourself a NIGHTS 
Pinball champion! 
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The Adventure 
Continues... 


Sonic and Tails emerge from 
the Casino victorious and happy 
with their winnings — another 











TIME OF 00: 53 
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shining Chaos Emerald! Before 
they can bask in their own 
glory though, Dr Robotnik 
shows up to spoil the party, as 
well as nick the Chaos Emerald 
and put our two heroes to 
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sleep with some knockout gas! 
They wake up the next morning 
and decide not to be too 


downhearted, but continue 
with their mission of finding 
the Chaos Emeralds. 

Run into the short alleyway 
near the casino and pick up the 
Snowflake Crystal that appeared 
there before Robotnik attacked 
you. Take it with you up the 
Stairs to the train station and 
ride over to the Mystic Ruin - 
when you get there, the cliff in 
front of the station will 
mysteriously blow open revealing 
a new path. Run down it and 
eap into the gust of wind to fly 
up to another level, then run 
along the new tunnel and stop 
outside the ice doors. Use the 
Snowflake Crystal on the 
pedestal at the side and the 
door will open — go inside and 
jump over the pool of icy water 
to find a ladder that leads up to 
the Icecap. 





Watch out Sonic — here comes that 
nasty Dr Robotnik! [2] The pinball tables 
in Casinopolis are so addictive, you'll be 
playing them for hours! [3] No time to 
stand around — there are Chaos 
Emeralds to find! 








LEVEL 04 
lcecap 


Target: Find the Chaos 
Emerald at the bottom of 
the mountain 

Run forwards and grab the rings 
but watch out for the Freeze 
that sits just ahead — you don't 
want to be a Sonic popsicle! Hit 
the Speed Rollers at the end to 
fly down the tunnel and end up 
on the main slopes of the 
mountain. Hit the spring ahead 
to get onto the high ledge 
above and run through the arch 
to enter the mountain. Boost up 
on the spring ahead and grab 
the icicle then turn and aim at 
the next icicle along before 
pressing the A button to jump 








Through the next tunnel 
you'll crash through a gate and 
emerge on the steep slope 
dare lem (=r-loh Meo ui l-melelaueli mel 
the mountain. You've arrived at 
a rather bad time though - 
there’s an avalanche coming 
right for you! Sonic jumps on 
board the snowboard that just 
happens to be waiting for him 
and then the race is on to get 
weld aal-melelave}nimelmiual-mualel iale-iia 
before you get crushed. To 
start with you'll be facing 

ill watching the avalanche 
just steer back and 
g to get all the 
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he speed up. After the 
rth jump the view wil 
switch to facing downhil 
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to it. Continue this tactic until 
you get to the platform on the 
far side then jump up and 
follow the ledge to hit the 
spring. Go through the arch 
ahead and use the rocket to fly 
over to the other side of the 
mountain before going through 
the next arch. 

Hit the checkpoint at the end 
of the tunnel and drop to the 
bottom. Kill the Flame Snake and 
turn around to find a spring that 
will throw you up to the level 
above. Jump over the spikes and 
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Sonic gets a rather nasty 
surprise outside of 
Casinopolis. To the Icecap! 
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hit another spring then cross the 
icicles in the same way that you 
did before — try not to fall 
though as there are lots of spikes 
below! Climb the next set of 
steps and hit another spring then 
cross the icy section and drop 
down, Hit the second spring (the 
first takes you up to the exit but 
you can’t open it yet) and fly up 
to the high ledge above then hit 
the Speed Roller to reach the 
icicles, using these to get to the 
platform on the other side. Hit 
the spring and press the button 
on the ledge above to create an 
ice bridge — don't stand still on it 
though as it collapses 























underneath you. Hit the 
checkpoint at the end and run 
up the slope to find another 
Speed Roller that takes you 
through a loop to a Boost Pad. 
You'll need to hit all of these 
pads because if you miss one, 
not only will you fall back down 
to the bottom but you won't be 
able to open the exit! As you 
bounce from pad to pad, the 













impact knocks the big icicles 
from the ceiling and gives you a 


path over to the now-open door 


on the other side of the room. 


The Adventure 
Continues... 


Once you emerge from the 
frozen Icecap, run back to the 
main area of the Mystic Ruin 


where Tails’ house is. Leg it over 


to the small lake near the cave 
entrance and you'll meet 
Knuckles — he’s not too happy 
about seeing you though. In 
fact, he accuses you of stealing 
all the Chaos Emeralds! Make 
him see sense and give him a 
quick smack! 





BOSS FIGHT Knuckies The Echidna 










>» Not exactly the toughest 
battle in the world but 
Knuckles is quite a sly little 
fighter so you still need to be 
on your guard. Collect some 
rings and try to steer clear of 
him as he goes for his Thrust 
Attack or you’ll get thrown 


Jump in and hit him with a 





back by the force of the punch. 


Homing Spin attack and then 
stand back - you can’t hit him 
again until he stops flashing. If 
both of you go for an attack 
together then neither will be 
hurt so wait for him to attack 
and leave himself open before 
you go for a hit from the side 
or rear. When he’s down to his 
last ounce of strength, 


Knuckles will fly up in the air 
and try to glide down on top 
of you before giving you a slap 
so dodge to avoid him before 
hitting him again. You need to 
hit Knuckles three times befor 
he goes down. 
As Sonic delivers the final 
strike, Knuckles rushes 
in and the pair collide 
with such force that 
Sonic drops his Chaos 
Emeralds. Suddenly, Dr 
Robotnik appears from 
nowhere and grabs them 
before Feeding them to 
Chaos Two —- he 
disappears in a flash of 
light and becomes Chaos 
Four! Sonic needs to stop 
him before it’s too late! 










> Grab the rings nearest to you 
once the fight begins and then 
leap from lilypad to lilypad to 
stay out of the way of Chaos 
Four. Although dropping into 
the water won’t hurt you, it’ll 
slow you down a lot and if you 
sink too far you might drown 
so try to avoid it if you can. 
Chaos will swim about and 
knock the lilypads out from 
under you - sometimes he’ll take out one at a time, starting 
with the one you’re standing on and occasionally he’ll take out 
a whole section of pads with one swift backflip. When he does 
this, jump into the air to avoid the hit. IF you see a flash of pink 
light appear around Chaos, make a quick jump towards him so 
that you travel over the energy beam he’s going to throw in 
your direction. His final big attack sees the four Chaos 
Emeralds leaving his watery body as he transforms into four 
huge globes of water. These will bounce towards you one at a 
time so keep moving to avoid them or you'll get a little more 
than wet. When eventually he stops attacking he’ll rise to the 
surface — this is you chance to leap 
in and smack his brain with 
your Homing Spin 
attack. You’ll have 
to hit Chaos Four 
five times 
before he’s 
reduced toa 
puddle. 
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The Adventure 
Continues... 


Just when you thought you'd 
done enough to stop Dr 
Robotnik, he pulls another card 
from his sleeve — his gigantic 
Egg Carrier! After it emerges 
from the clouds, a tractor beam 
takes both Robotnik and Chaos 
up into the craft before it flies 
away. Sonic, Tails and Knuckles 
realise that something has to be 
done to stop Chaos from 
destroying everything — Sonic 
has got to get those Chaos 
Emeralds back! 

Turn round and run over to 
Tails’ house — when you get 
there he'll ask you to wait 
outside while he prepares a 
surprise. It’s a surprise all right 
because the whole cliffside 
turns into one giant runway for 
his new bi-plane! Jumping on 
board, Sonic goes wing-walking 
on Tails’ plane as they chase the 
Egg Carrier and those precious 
Chaos Emeralds! 


The Adventure 
Continues... 


The Tornado falls out of the sky 
and Sonic manages to jump 
Free to save himself injury. After 
a bit of a rough landing in the 
sand of Emerald Coast, you 

wind up back by the swimming 
~ pool of the Station Square 
hotel. Go through the hotel and 
back to the part of town where 
the casino is to meet Amy 
Rose, Sonic’s girlfriend (or at 
least, she likes to 

















> Target: Catch the Egg Carrier 


Unless you're really careless, you’ll be able to 
breeze through this section of the game with 
ease. The object of the sub-game is to reach the 
Egg Carrier without getting knocked out of the 
sky by the various craft and missiles that are 
launched at you. To stop them hurting you, 
you’re armed with a Rapid Fire Machine Gun and 
this has two methods of use. The first is simply 
to spray the enemy liberally with bullets by 
pressing the A button repeatedly — while this 
has its merits, you'll find that you don’t hit 
many enemies this way. The more effective form 
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think so). When you've met her 
new feathered friend run back 
through the hotel to end up by 
the ocean in front of the train 
station. Across the road from 
here is the entrance to Twinkle 
Park, something Amy cannot 
resist. Unfortunately, Robotnik’s 
robot guard Zero can't resist 
getting his hands on Amy and 
he follows her as she goes 
inside! Sonic chases both of 
them and finds himself inside 
Twinkle Park. 
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This is the entrance to the Bumper Car track — make sure you hit the booster for a 


flying start! 
they can’t ram you. 
itself! 


LEVEL 05 
Twinkle Park 


Target: Rescue the animals 
at the end of the park 

This level is split into two 
distinct locations that require 
different tactics: the Bumper 
Car track and the Twinkle Park. 
As soon as you begin the stage, 
you'll find yourself in the 
Bumper Car Pool where all the 
cars gather before the race. 
Unfortunately there isn’t a spare 
one for you so you'll just have 
to car-jack one — use your 
Homing Spin attack and take 
Out as many of the other drivers 
as possible (make sure you've 
collected a few rings) and then 








of firing is the Lock-On method. By holding 


down the A button, you can move the targeting 
cursor over your chosen target and ‘lock-on’ to it 
before releasing the button to fire the shot. 
Thankfully, you can target more than one enemy 
at a time so try to get as many as possible 
before launching your bullets in order to take 
out the most nasties in one sweep. When you 
finally get close enough to land on the Egg 
Carrier, a nasty surprise waits for you - Dr 
Robotnik activates the main gun of the Carrier 
and it blows the right wing from Tails’ Tornado 
plane, sending it hurtling to the ground. 
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Destroy all the drone cars before jumping in one yourself to make sure 
Watch for the cars that will try to slam into you on the track 
li’'s a big jump so hang on to your hats everybody! 


press the A button next to an 
empty car to jump in. The A 
button is now the accelerator so 
put the pedal to the metal and 
speed through the large archway 
that has now opened up across 
from where you started. 
Although the Bumper Car 
section is relatively easy to 
complete, a few simple 
guidelines should be 
understood if you want to get 
through. Firstly, try to stay in 
the middle of the track at all 
times unless you know there is 
some kind of obstruction ahead 
such as Kikis or other cars. IF 
you stay in the middle then 
there is less chance of hitting 
the sides and slowing down as 
well as being able to react 
quickly and collect a lot of the 
rings. Next up is the powerslide 
technique — if you want to turn 
a corner sharply, just let go of 
the accelerator as you take the 
corner to make your turn more 
effectively. Again, this is useful 
to prevent hitting the sides and 
slowing down. As you might 
have guessed, the third tip is 
DON'T SLOW DOWN! Slowing 
down only makes you more 
vulnerable to being hit by other 
cars as well as meaning you're 
unlikely to make it over the 
jumps over the large holes in 
the track. Stick to these rules 
and use the small ramps to fly 
up and grab the floating Ring 
Pods to get to the end of the 
course safely and in good time. 
Once the race is over, jump 
down the small hole when 
you've left your car to drop into 
the roller coaster and enter 
Twinkle Park properly. You'll go 











for a short ride along the track 
before arriving in the station at 
the other end, at which point 
you'll jump out and fall down 
another hole to the main level. 
Run through the checkpoint, 
ignore the Kikis on barrels and 
head for the first bowling alley. 


* Not really a mini-game as 
such but it’s still a laugh! 
When you step between the 
rollers, they’ll close in and 
start to turn back and forth. 
This is your aim so press the 
A button when the rollers 
are lined up with the pins at 
the end and then hold 
forwards on the stick to 
keep the speed up. You can 
still adjust the aim but it’s 
not easy to hit the pins if 
you do — the main idea is to 
get a strike! If you manage 
it then a fanfare will play 
Elite Mail-meolelelme-lamail—m ace mL 
open, revealing loads of 


rings pouring out of a giant 
crown but if you fail... well, 
you'll walk away with 
absolutely nothing! 





Robotnik makes his escape 
aboard his Egg Carrier. Go 
and chase him, Sonic! 
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Out of the bowling alley, run 
forwards past the.inflatables 
and cross the pool on the other 
side — watch out for the Pond 
Skimmers though. Hit the next 
checkpoint and avoid the 
inflatables again to enter 
another bowling alley. When 
you've cleared this, climo the 
stairs and kill the Kikis before 
entering the merry-go-round 
area — you need to clear this 
room quickly to avoid the 
Spiked Balls that are moving in 
the opposite direction to the 
travelling floor. Pass through the 
next checkpoint and run down 
the stairs to the grassy pool 
area before hitting the springs 
on the other side and flying up 
to the platform above. From 
here, run up the rooftop on the 
left and over the barrels to drop 
down the slope and hit the 
Speed Rollers to fly up the 
other side of the slope and land 
in a shallow pool. 
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You have two routes from 
here — either across the pointed 
rooftops to the far side where 
there's a line of rings that you 
can cross or falling down and 
climbing the hill littered with 
Spiked Balls that leads past 
some Kikis on barrels to two 
spires that have to be jumped 
between. Both paths end up by 
the checkpoint at the very top 
so hit it and then use the spring 
on the right to leap over to the 
floating platforms. Collect the 
Extra Life behind you and then 











[5] Try to collect all the Ring Pots as 
you race along the track. [6] Don’t worry 
about steering through the loop — it’s all 
automatic! [7] The roller coaster is great 
hut make sure you're not sick on it! 


jump between the platforms to 
the sloped rooftop ahead. Walk 
along and stand next to the 
button then hold down the B/X 
button to activate your Light 
Speed Dash — the sparks will 
activate the button and create a 
ine of rings for you to follow. 
Quickly drop down and chase 
the rings then do the same for 
the next button to get around 
to the other side of the 
rooftop. Hit the spring at the 
far end to. boost and hit four 
more springs before you end up 
in the main courtyard of the 
park. From here you just need 
to run up the stairs and hit the 
plunger through the archway to 
free all the animals and finish 
the level. 


The Adventure 
Continues... 


Back outside of Twinkle Park, 
Amy has disappeared and Sonic 
hasn't got a clue as to where 
she might have gone. Run 
forward and pass through the 
double doors to get back 
outside then use the lift to go 
back down into the square. 
Outside the hotel is a small 
patch of grass — iF you check it 
out, you'll Find a security card 
waiting there for you to collect. 
Pick it up with the Y button and 
run over the to garage shutters 
to the left of the Twinkle Park 
lift. When you get close, the 
words ‘ID Confirmed’ will 
appear and the doors will open 
— you Can now use either of the 
lifts to go down and take a trip 
along the Speed Highway. 





Adventure 
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LEVEL 06 


Sneed Highwa 


Target: Rescue the 
trapped animals at the 
end of the highway 

The first half of this level is a 
mixture of running very fast 
along some winding roads and 
jumping across lifts and 
walkways. From the start, run 
forwards and hit the Speed 
Rollers then just keep running, 
trying to stay in the middle of 
the road to prevent slowing 
down and possibly falling off 
into the abyss below. Carry on 
hitting the Speed Rollers to 
boost through the loops and 
you'll eventually fly off the end 
and land on a platform below. 
Quickly head forwards from 


here and use the spring to get 
onto the glass platform above 
before using the lift to get to 
the next section of road. 

Hit the checkpoint and use 
the Speed Rollers to fly down 
the track and along the side of 
the building. Fall down and run 
past the two Unidus robots 
there until you get to an open 
area at the base of a bell tower. 
Avoid all the police cars there 
and head for the stairs on the 
right of the tower — climb them 
and go under the bell (ringing it 
if you want some extra rings) 
and onto the next track section. 
Hit the Speed Rollers and run 
through the tunnel before 
hitting the next Speed Roller 
and running into the Roller Lift 
that throws you onto the 
highway above. 

Run along the highway, using 
the smaller ramps to reach the 


SECRET SHORTCUT 


>» When you hit the Speed Roller and run up the side of the 
building, instead of falling down you need to run upwards 
while avoiding the barriers. Near the top of the building is the 
entrance to a long, speedy highway that cuts out a great deal 
of the stage and takes you to the Roller Lifts ahead. 
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higher sections of track if you 
wish, until you reach the next 
set of lifts. Climb aboard to 
reach the top section and walk 
carefully along the thin walkway 
to the other side. Drop down 
and turn right, hit the Speed 
Rollers and use the Roller Lift at 
the end to get onto the helipad. 
When you approach the 
helicopter it will take off so 
jump at the skids and you'll 
grao on to take a ride to the 
helipad on the other tower. Go 
through the checkpoint and 
turn left then run to the end 
and grao the rocket to boost up 
to the highway section placed 
high above your head. 

Hit the Speed Rollers and 
keep running straight — don’t 
worry that the road bends 
round as you won't fall off 
unless you swerve everywhere. 
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At the far end you'll be thrown 
up into the air and fall down 
into a deep hole. Land on your 
feet and take the opening on 
the right to end up back on the 
highway then run along and hit 
more Speed Rollers to reach 
another open area with more 
police cars to avoid. Use the 
rocket at the end to get into 
the passage at the very top of 
the building and enter the next 
area of the level. 

When you walk forwards and 
stand on the glass, it'll shatter 
beneath your feet and you'll 
have to run down the side of 
the building. Jump to avoid any 
of the oncoming barriers and 
try to collect as many of the 
item pods as you can. You'll 
smash through some more 
glass, at which point you'll 
enter a building and have to 
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dodge all the pillars in your way 
which can be quite tough. At 
the bottom there’s more glass 
and then you'll fall into a room 
with one door out of it that 
leads to the streets. 

Run forwards and hit the 
Speed Roller on the right to 
avoid the police cars and run up 
the side of the buildings, ending 
up on the rooftops. Fall down to 
the left just ahead to land on the 
top of the glass-roofed arcade 
but stand still For too long or the 
glass will shatter. Turn left out of 
the arcade and run straight 
through the tunnel, sticking to 
the right-hand side so that you 
catch the spring in front of you 
to get back up to the rooftops. 
Run down the narrow alley, turn 
left and hit the Speed Roller on 
the ledge to catch a spring and 
fly through a passage in the wall, 
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leaving you near the end of the 
level. Run forwards and follow 
the wall as it bends left to find 
another spring that throws you 
into a tunnel in the side of a 
building — follow the tunnel and 
hit the spring at the end, holding 
down on the stick to fly into the 
fountain. You'll ride up on the 
water jet, at which point you 
need to push the stick forwards 
as the camera swings round so 
that you land on the high 
platform with a bell near it. Run 
under the bell to find the 
plunger that you need to push if 
you want to finish the level. 


The Adventure 
Continues... 


When you leave the Speed 
Highway you'll find yourself 
back outside with the part of 
town where you first met 
Chaos. Amy is still nowhere to 
de found but Sonic isn’t going 
to give up — he knows she's 
involved in this whole plot of Dr 
Robotnik. Run through the 
hotel to the area of town where 
the casino is to realise that your 
suspicions were right — Zero has 
captured Amy and is taking her 
away! Head for the train station 
and ride the train to the Mystic 
Ruin where you'll find Amy 
Deing held hostage by Zero. 
Sonic will go to hit Zero when 
all of a sudden the Egg Carrier 
appears over the horizon and 
beams up both Zero and Amy 
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before disappearing into the 
clouds! Things are not looking 
good for Sonic... 

Go back through the cave 
opposite the train station and 
through the air vent to get back 
to the tunnel leading to the — 
this time though, run past the 
doors and down the tunnel to 
the other end. The door here is 
now open and leads out into 
the glade where the Floating 
sland sits. Dash over to the 
bridge connecting the island 
and the land to find the Light 
Upgrade on top of a rock 
before running back and looking 
for a small gate set in the side 
of the cliff. Use your new Light 
Dash Attack to destroy the Kiki 
in the cage — this causes the 
gate to open and you can take 
the path up to Red Mountain. 





LEVEL 07 


Red Mountain 


Target: Chase Robotnik in 
his Egg Carrier to the top 
of the mountain 

You enter the level as the Egg 
Carrier disappears around the 
side of Red Mountain. You'll 
have to chase it up the side of 
the mountain so run forwards 
and avoid the Kikis throwing 
bombs before grabbing the 
rocket ahead. When you let go, 
make sure you hold forwards to 









land on the platform below 
before running past the Spiked 
Balls and crossing the monkey 
bars. Dodge the two Spinas and 
run up the ramp, killing the Kiki 
and hitting the spring to fly up 
to the next ledge. Cross the 
walkway and pass the 
checkpoint then ignore the 
aunchpad as there’s no rocket 
on it. You need to run under 
the Spiked Ball and hit the 
button on the other side before 
coming back and using the 
rocket that now sits on the pad. 
At the top, hold forwards 
again to make sure that you 
land on the platform and then 
cross the monkey bars, 
watching out for the Kiki sitting 
on top of them throwing 
bombs at you. Run up the stairs 
and round the corner, dodging 
the Flaming Unidus before 
crossing the collapsing floor 
and using the spring at the end 
to jump up to the ledge above. 
Kill the two Spinas waiting for 
you at the top then cross the 
rope bridge (hitting the 
checkpoint as you go) to get to 
the other side. Watch out as you 











There are two main shortcuts at the start of the level. When 
you grab hold of the first rocket at the base of the mountain, 
hold the stick to the right as you let go so that you land on the 
higher platform with the spring to find the first. The second is 
just ahead of this — when you fly up with the second rocket, 
use the boxes to the right of where you land to jump over to 
the spring then leap up and hit another spring to cut out the 


whole first section of the level. 
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Chase after Zero and head 
for Red Mountain but get 
the power-up on the way! 


Time your jumps to get past the flame jets without getting burned. 
hedgehog’s hest friend so make sure you're carrying some! 


Rings are a 
Watch out for the mini- 


volcanoes as you rin through the inside of the mountain — that lava’s hot! [4] The 
Flame Unidus is a dangerous enemy. Get rid of them as quickly as you can! 


walk along the next section 
covered in Spiked Balls — there 
are jets of steam that come out 
of the floor and can send you 
flying forwards! One such jet 
catches you as you reach the 
end of the ledge so jump 
beforehand and use the Homing 
Spin attack to get the Extra Life 
ahead. Now hit the spring and 
cross to the platform below, 
avoiding the Flaming Unidus and 
then run forwards and jump on 
the raised metal platform to use 
the Death Slide to the bottom 
of the mountain again. 
Hit the checkpoint and jump 
across the ledges until you get 
to the spring on the higher. 
ledge at the end. Use it to 
boost off of another spring and 
reach a ledge at the top then 
run over the collapsing floor 
and stop on the other side. 
There are two Spinas hovering 
on the left — use your Homing 
Spin attack to bounce off them 
and hit the Extra Life pod to 
land on a small ledge. Jump 

















along the next two ledges and 
use the Boost Pad at the end to 
fly along until you reach another 
solid platform. Again, use the 
Homing Spin attack on the 
Spinas here to cross to the 
other side and then hit the 
springs to jump onto the yellow 
tilting platforms. 
Make your way up the yellow 
platforms and then hit the 
checkpoint at the top, crossing 
the collapsing walkway and 
killing the Spina as you go. 
Dodge the flame jets coming 
out from the sides and cross 
the rope bridge before running 
down the green metal platform 
and bouncing over on the 
springs until you get to the 
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Extra information> 


» Don’t worry too much if you 


fall into the lava inside the 
mountain. Jump onto the 

nearest platform and grab 
some rings to recover fast! 








large hammer at the bottom. 
Hit the button under the 
hammer as it lifts for another 
strike and then use the rocket 
that has appeared to fly up to 
the lava pool above. Hit the 
checkpoint, kill the Kiki and use 
the small sets of monkey bars 
to cross the pool before using 
the next Death Slide to reach a 
hole in the ground that you 
should fall into. 

Once inside the mountain, 
run down the passage and 
climb the green ramp to pass 
through a small opening above 
and collect some Running 
Shoes. Continue running down 
the passage and along the 
sloped path until you get to the 
end — from here, you should 
look left and grab the Extra Life 
on the far side before turning 
right and hitting the spring to 
jump to the small platforms 
Floating in the lava. Make your 
way across these then run along 
the small platform and use the 
Homing Spin attack to jump 
along the Spinas and reach the 
next platform. Run along the 
short outcrop and jump on the 
floating platform, then over to 
the long rocky path on the 
other side. 

Run along the path and leap 
to the next floating platform, hit 
the checkpoint and then use the 
spring to fly up and reach the 
Falling pillars of rock — as you 
land, the lava level rises so be 
careful not to fall in! Jump 


across the pillars, using the 
Spinas to bounce over the larger 
gaps, until you get to another 
rocky path. The level of lava 
rises again so get moving before 
you start to drown in it! At the 
end use the two floating 
platforms to cross the gap and 
then kill the two Flaming Unidus 
robots on the other side. There 
are two more floating platforms 
to cross over to the next rocky 
path — run past the cells and hit 
the spring to get onto some 
more floating platforms. 

Cross the platforms and jump 
onto the rock at the end — the 
lava level will rise again and take 











you up with it. Use the Homing 
Spin attack to bounce along the 
Spinas to the next platform then 
use the Light Speed Dash to 
follow the line of rings to the 
left rather than risking it along 
the collapsing walkway. Hit the 
Speed Roller to fly over to 
another rocky path where you 
should dodge the Kikis and trek 
over to the checkpoint ahead. 
Follow the path beyond and 
jump over the flame jets, Spinas 
and hammers that pose a 
danger to your life before using 
the rocket at the end to fly up 
and find the plunger that marks 
the end of the stage. 
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The Adventure 
Continues... 


As you reach the top of Red 
Mountain, you see the Egg 
Carrier Flying past — it’s close 
but you still can’t reach it from 
where you are. Suddenly, you 
hear someone calling your 
name... it’s Tails and he’s got a 
new plane all ready to go! 
Sonic jumps on the back of 
the plane and the pair of you 
jet off to catch up with the 
evil Dr Robotnik. 

















Target: Land on the Egg 
Carrier 


This is very much the same 
as the first Sky Chase 
section, only much tougher. 
There are many more 
enemies coming at your on 
your approach to the Egg 
Carrier this time so make 
good use of the multiple 
targeting method to take 
out a lot of the missile 
vents and ships that are 
trying to take you out. 
When you finally catch up 
with the Egg Carrier, you'll 
have to attack it and take 
out the main gun before 
you can get near enough to 
land your plane. Tails puts 
the Tornado into overdrive 
and turns the whole thing 
into a supersonic jet! The 
tactic to take out the main 
gun is to get rid of all the 
missile vents around the 
outside of it and then 
quickly aim and fire at the 
focal point when it opens. 
Move out of the way 
quickly or you'll be caught 
by the huge blast From the 
gun. You’ll need to hit it 
several times before you 
put it out of commission 
and are able to land. 
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The Adventure 
Continues... 


With the Egg Carrier’s main gun 
out of action, it’s safe for Tails 
to make an attempt of landing 
his plane on one of the Carrier’s 
runways. It’s much bigger than 
Sonic thought it would be — so 
much so that even he’s 
impressed with Robotnik’s 
work! Explore the main area of 
the Carrier’s outer hull and 
when you land on the large 
glass dome in the middle of the 
deck, Robotnik will extend the 
wings of the Carrier ready for 
flight. It looks like this might be 
a little tougher than Sonic first 
thought... run up the ramp 
ahead and through the iris door 
to start your approach along 
the Sky Deck. 


TIME 00:04:56 
© 000 














Issue 1 


ies = 


—« 





Sky Deck 


Target: Rescue the animals 
at the end of the deck 

This is a tough level, no doubt 
about that. Once you've been 
fired out of the cannon, make 
your way around the pillar to 
the platform on the other side. 
Cross the checkpoint and run 
down the walkway, leaping the 
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barriers and avoiding the shots 
from the big cannon on the 
underside of the Egg Carrier. 
Climb the ladder and use the 
spring to leap to the rotating 
platforms — you'll need to cross 
these as you crossed the icicles 
in the Icecap level. Get to the 
platform on the other side and 
hit the Speed Roller on the 
right to run down a long 
passage. Hit the Speed Roller at 
the end to fly over to another 
pillar before making your way 
round this to the right in order 
to collect the Electric Bubble 
that hangs there. Hit the Speed 
Roller to run up the slope and 
then along the ceiling and down 
to the spring at the end. Use 
the next spring to fly over to 
the opening (collecting the 
Running Shoes along the way) 
and then follow the passage to 
the other side of the ship. 
Ignore the ramps and jump 
down from the top to land 
safely on the walkway below. 
Hit the checkpoint and climb 
the ladder before crossing the 
monkey bars — don’t worry that 
they break as you can't possibly 
fall off unless you jump. At the 
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end, leap onto the platform and 
turn left, running along and 
killing all the Spinas there. Take 
a right at the end of the 
platform and jump onto the 
pillar anead marked ‘1’. Make 
your way around the four 
walkways and pillars at the top 
dodging all the cannon fire until 
you get to the pillar marked ‘4’ 
— from here it’s a short run over 
to the rocket that takes you to 
the next area. 

Run through the checkpoint 
and hit the Speed Rollers — at 
the junction, take either the 
left or right paths to reach the 
end of this section. The left- 
hand path is filled with large 
cannons that try to take pot 
shots at you as you run while 
the right-hand path has lots of 
Electric Spinas blocking the 
way but both are dangerous so 
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» The Sky Deck is certainly the 
hardest level in the game. 
Clear the first two sections 
quickly as it’s incredibly 
easy to fall into the clouds! 


OWE SOLe. 
moment, 
The Egg Carrier is getting 


away — time for another 
chase in the Tornado! 
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If you don’t keep moving along the walkways, they'll be blown away by the huge 


gun turret so watch out! 
use this rocket to destroy the main gun. | 


Get to the end of the walkways as quickly as you can and 
As soon as you see the Egg Carrier 


changing altitude, grab onto something to prevent being blown away by the wind. 


pick carefully. The main thing 
to watch out for is the Egg 
Carrier rising up and down 
through the clouds — at it 
does, a huge gust of wind will 
blow you off your feet so use 
your Homing Spin attack to try 
and grad hold of something 
when this happens if you want 
to stay on board. At the end of 
the deck, run up the ramp and 
hit the spring to grab the 
monkey bars before jumping to 
the next level. As you run 
along here, you must be 
careful not to run over any 
areas that are falling — these 
can be hard to see when it 
gets dark so go slowly and 
watch for the flying ships rising 
















from the runway. Sticking to 
the right for a while before 
heading for the middle seems 
to be a good tactic along this 
straight. At the end, you'll find 
a large area with a gigantic 
cannon firing shots. Watch 
where it is aiming and use the 
rockets placed around the 
perimeter to fire a shot 
straight into the barrel, 
opening the way forwards. 
The next section is the main 
deck and it’s quite tricky 
because the ships tips in 
various directions. Run 
forwards and hit the 
checkpoint before heading for 
the lift in the right-hand corner 
ahead. Avoid the Electric Spinas 
at the top and use the Speed 
Rollers at the end to fly around 
and hit a spring, winding up on 
a ladder. Climb it and follow 
the walkway to the end before 
standing on the pillar. Wait until 
the crane swings near and then 
jump to grab it, letting it carry 
you over to the raised platform 
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on the other side. Run up the 
small ramp on the left to the 
Flat section and then wait for 
the two moving boxes to slide 
to the right and get into 
alignment before jumping 
across both of them — let the 
second one move back to the 
left before making the jump to 
the rising escalator but be sure 
to land on the one going up, 
not down! From here, quickly 
run up the deck and hit the 
checkpoint behind the top pillar 
— the whole deck is going to tip 
vertically! From here on you'll 
have to use the various sets of 
monkey bars and springs to 
make it up to the very top of 
the deck. When you get there, 
take either of the paths and 
run down the slope to the 
bottom where a button sits. 
Press the button (make sure 
you don't fall because of the 
tilt!) and this will open the 
door below you — run through 
it and press the plunger at the 
end to save the animals and 
complete your run through the 
Sky Deck. 


The Adventure 
Continues... 


Exiting the Sky Deck, Sonic and 
Tails find themselves inside the 
Egg Carrier. After checking out 
their surroundings, you regain 
control of the hedgehog. Apart 
from opening the door at the 
top of the stairs to the Chao 


Garden (see page xx for details 
about this) there’s no way out 
of the main contro] area apart 
from jumping in the large 
round platform near the top of 
the stairs. This takes you up to 
the top deck of the Egg Carrier 
where Amy is waiting for you. 
Unfortunately, so is Dr 
Robotnik and he's brought one 
of his sentry robots to take 
you out! After stealing the 













Chaos Emerald from around 
the neck of Amy’s feathered 
companion, Robotnik orders 
E-102 to strike! 
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> Avery easy fight if you land all your blows before he can get 
a shot in. Bearing in mind that he has to lock-on to you with his 
laser before he can fire at you, let him lock on and then quickly 


jump away to avoid the bullets 
before jumping in and scoring a 


hit. This is his only attack and 


so you can keep using the same 
strategy to land the three hits 


needed to make him fall. 
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The Adventure 
Continues... 


Just as Sonic is about to finish 
off E-102 Gamma, Amy rushes 
in and stops him! She says that 
as he released her from her 
prison cell inside the Egg 
Carrier, Sonic should leave him 
alone. Once Sonic agrees, take 
him up to the far end of the 
deck near the runways and 
enter the door positioned on 
the left. The two doors inside 
are both locked but if you stand 
on the button at the other end 
of the room, a line of rings will 
appear — use your Light Speed 





*» He’s even more powerful 
than before thanks to all the 
Chaos Emeralds and the fact 
that Dr Robotnik is helping 
him doesn’t do you any 
favours. The key to hurting 
Chaos Six is the Freeze Pods 








Dash to follow them up to the 
cockpit of the Egg Carrier. 
Climb onto the chair and it will 


move forward, revealing 
another button. Press this and 
the wings of the Egg Carrier 
will Fold back in to prevent it 
from flying too far. Exit through 
the door and run behind the 
building before using the 
springs to get up onto the glass 
dome. Big the Cat is here as 
well as Dr Robotnik and a very 
large, very angry Chaos Six! 








that Robotnik tries to drop on 
you from his Egg Pod. By 
using your Homing Spin attack 
on them, you can knock them 
out and then pick them up 
with the Y¥ button. When 
you’ve got hold of one, throw 
the Freeze Pod at Chaos and 
it'll put him on ice, giving you 
a chance to jump in and smack 
him. If you see Chaos jump 
into the air at any time, JUMP 
AS HE LANDS! If you don’t, 
you’ll get caught by the 
immense shockwave that 
comes out of the floor as he 


does. Chaos’ other attack 
besides swinging his huge tail 
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The Adventure 
Continues... 


With Chaos beaten yet again, Dr 
Robotnik realises that he’s been 
underestimating Sonic’s abilities. 
He gets even more worried 
when Knuckles turns up as well 
and so decides to make a break 
for it. Sonic sees him fleeing and 
chases him over the edge and 
off the side of the Egg Carrier! 
It's a long fall down but he 
finally lands in the rain forests of 
the Mystic Ruin — however, Sonic 
curses at the fact that despite all 
his efforts he’s lost Dr Robotnik 
again! Suddenly, he hears a low 
rumbling noise and looks up to 
spot the nearby ancient 
temple... and it’s moving! As the 
door slowly opens, he watches a 
strange floating light hover 





is to change shape and sit in 
the middle of the dome - he'll 
fire out a series of arms that 
you should avoid before 
swinging his tail in your 
direction. Side-step quickly to 
avoid it and then continue the 
fight. You’ll need to hit Chaos 
four times before he’s 
defeated again. 
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across and go into the temple. 
Wondering what this is all about, 
Sonic decides to follow it in so 
guide Sonic over to the tall flight 
of stairs and climb them to 
enter the Lost World. 


LEVEL 09 
Lost World 


Target: Get to the heart of 
the Temple 

Run down the opening corridor 
and turn right, running up the 
Stairs to enter another passage. 
Speed down here collecting as 
many rings as possible before 
entering a cylindrical tunnel. 
Pillars will shoot out of the 
walls as you run down here so 
the best tactic is to keep 
jumping as you run to stay 
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away from them — when you 
reach the end, jump over to the 
entrance on the other side of 
the ravine. Run down the next 
long passageway and then 
watch out for the spikes at the 
end by making sure you land on 
the small platform in the 
middle of them. Jump up to the 
higher ledge, hit the checkpoint 
and run along the walkway, 
entering the next chamber 
through the snake's mouth. 

Run forwards and wait for the 
stone snake to make its way 
around to the platform where 
you are. This is your only means 
of transport in this room so 
don’t try to swim or you'll 
drown for certain. Jump on 
board and stand still, letting it 
take you under the water. When 
you resurface, jump onto the 
platform to the left and make 








Amy comes to the rescue of 
E-102 just as Sonic goes for 
the kill... what a woman! 


your way round, jumping over 
the spikes until you reach some 
moving platforms that you can 
use to reach the level above. 
Press the door switch you find 
here and then leap over to the 
next platform along and press 
the water switch to raise the 
water level in the room. Jump 
back on board the snake and 
ride round briefly until you reach 
the next door switch — leap off 
and press it then use the moving 
spiked platforms at the end to 
get to the ledge above and raise 
the water level again with the 
switch over the spikes. Get on 
board the snake one more time 
and take a long ride round the 
room, ignoring the fact that you 
have to head past the exit to 
reach the last door switch. Get 
back on the snake and head for 
the door — it’s the ledge marked 
with lots of small snake statues 
on the other side of the room. 
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Through the door, climb the 
Stairs and take a run outside 
but be careful not to fall off the 
ledge. Run through the next 
two doors and into the 


darkened room, grabbing the 
mirror in the middle of the 
platform ahead. Aim it at the 
mirror on the right to light up 
some of the room and then run 
down the walkway — make sure 
you don't fall off when the 
camera takes a sharp turn up 
the small stairs ahead. Grab the 
next mirror and light up another 
section then take a short detour 
left to grab a Bubble Shield. 








Move quickly down this tunnel to 
avoid the flaming pillars from the side. 
Speed down the linking passages, 
Collecting tings as you go. {3} Go 
carefully — that water is awfully deep! 
Don’t fall off the ledge! | 
mirrors here to light your way. 


Use the 











Now run along and jump over 
all the gap until you find 
another mirror — aim it at the 
mirror on the left to cast more 
light. Jump ahead and kill the 
Flame Unidus before running on 
to another mirror. Take a left 
once you've thrown light ahead 
and run along; jumping the 
gaps to reach the next mirror. 
Cross the last few gaps to find 
a row of coins that you need to 
use your Light Speed Dash on if 
you want to cross the water to 
the next section. 

Dodge the pillars coming out 
of the walls and run forwards 
to drop into the flowing river -— 
you have no real control here so 
just swerve left and right to 
collect the rings. Eventually 
you'll land on the small grass 
platform below so hit the 
springs to cross the floating 
platforms with ease. Run into 
the next chamber and avoid the 
pillars then carry on through 
and hit the checkpoint. As you 
enter the next area, any Indiana 
Jones fan will know what's 
coming up... there’s a huge 
boulder and it’s coming right 
for you! Run down the slope, 
turning left and right to get the 
rings and hitting the small 
ramps to get the Ring Pods. 
You'll hit some springs at the 
bottom and land on a platform 
where a door will open to the 
next section. 

Run through the short 
corridor and into the area with 
sand and pools of water. Ignore 
all this and head for the ramp 
on the left-hand side ahead 
where at the top you'll find the 
central temple. IF you run 
forward you find a switch 
similar to the ones that raised 
the water level on the left. 
Press it three times and the 
panels in front of you will move 
until they light up — this means 
they are magnetised and so you 
can run vertically up them. Run 
Straight up and jump off to the 
right at the top before dropping 
right again and breaking 
through the boxes to find 
another switch. Press this once 
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then run up and to the left. 
Break the Ring Pod and jump 
onto the next set of panels, 
avoiding the falling spiked 
blocks. Get off at the end, 
cross the rotating block and 
jump over the pillars to kill the 
Flaming Unidus before hitting 
the checkpoint. Run forward to 
the far left corner and into the 
passage, dodging the flaming 
pillars. Climb the ramp and hit 
the switch at the top once to 
move the panels then run along 
them, following the path to the 
platform on the opposite side 
of the room. Walk along the 
ledge and drop into the small 
opening at the end then follow 
the passage to the wide 
platform with the button on it. 
Press it to create a line of rings 
then cross the void using your 
Light Speed Dash — you'll fly 
through an opening, round a 
stone loop and through a door 
to find the heart of the temple. 


The Adventure 
Continues... 


In the heart of the temple, 
Sonic finds what he has been 
looking for — the mysterious 
light that floated into the 
temple is right in front of him. 
It drifts over to the far end of 
the room and as Sonic looks 
up, he sees a sight that fills him 
with dread... a huge picture of 
Chaos destroying Station Square 
is carved into the temple wall! 
As he looks at the picture, a 
bright light fills the room... 
Waking up, Sonic finds 
himself standing near what 
looks like the Floating Island 
altar. There is fire everywhere 
and something appears to be 
going on up ahead — run 
forwards to the altar to find out 














* Keep your eyes open when | 


you enter the darkened 
section of the temple ~ 
there are loads of different 
routes through this area! 





what the commotion is all 
about. Standing and watching 
the altar burn is a young 
Echidna girl but when she turns 
and spots Sonic, she runs up to 
the altar. Another blinding flash 
of light appears and Sonic is 
once again outside the ancient 
Echidna temple — without 
warning, Dr Robotnik flies 
overhead in his Egg Pod. Chase 
him through the rain forest and 
you'll find the Egg Carrier's 
docking tunnel that allows you 
to enter the Carrier from the 
ground. Run inside and around ° 
the top level of the lab to get to 
a door with six pads around it 
(aren't those the Metal and 
Mecha-Sonic robots in those 
glass tubes? Let's hope they 
don't get out... ). Stepping on a 
pad turns the pads on either 
side of it either on or off 
depending on their current state 
— to open the door you'll need 
to light all six. IF you number the 
pads from one to six starting 
from the left, you can open the 
door with this combination... 
Five, Three, Four, Two, One 
When the door springs open, 
go inside to enter the Final Egg. 
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Final Egg 


Target: Reach the reactor 
core of the Egg Carrier 

As you'd expect, the final main 
level of the game for Sonic is 
quite tough. From the start, 
grab the rings right in Front of 
you and quickly take out the 
Egg Keeper before it grabs 
you. Now run to the right and 
stick to the wall to dodge the 
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lasers — you'll have to jump the 
second one to avoid getting 
hit. Kill all the Spinas and use 
the springs on either the left or 
right to fly up and collect the 
Electric Bubble and Extra Life 
before jumping down and 
running past the lasers to 
climb up to steep slope to the 
ledge above. 
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Extra information? 


> Take your time heading 
through the Final Egg -— 
you're going to need all the 
lives you can find if you 
want to take on Robotnik! 


Run past the robotic claws 
and down to the next set of 
lasers. You'll have to destroy the 
bottom-left laser generator to 
get past the beams so do it 
quickly before the Egg Keepers 
on the other side can get to you. 
Dodge the next set of claws and 
hit the Speed Rollers to run up 
the vertical slope and hit the 
springs at the top, throwing you 
into the next room. Grab some 
more rings and watch out for 
the Electric Spinas — you need to 
head for the far corner opposite 
the door to continue. Smash the 
laser generators to collect the 
Ring Pods and Extra Life and 
then perform the Homing Spin 
attack on the two Spina robots 
to reach the springs and end up 
in the Mechanics Room. 

Jump across the moving 
conveyor belts, avoiding the 
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huge Spike traps at the ends at 
all costs. Dodge under the Spike 
rollers and enter the large rolling 
tunnel — getting through here 
takes a bit of time and practice 
but just keep going at it. If you 
fall off the conveyor belts, 
you're likely to land on the 
platform below but it just 
means that getting up is a lot 
harder so try to avoid doing it. 
Run out the end of the tunnel 
and along the metal walkway 
that bends to the right to enter 
another collection of tunnels. 
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This section is totally enclosed 
so use your Light Speed Dash to 
fly through here and into the 
passage beyond. 

The whole next area is a 
series of moving platforms 
that'll you'll need to jump 
between. Watch the timing and 
judge when is the best moment 
to leap — remember that if you 
fall, it's a long way down. After 
the first few platforms, jump 
into the tunnel and race down 
to the bottom using the Speed 
Rollers before hitting the 
springs and flying onto the next 
platform. Make you way up and 
reach another opening in the 
far wall to jump into. There's an 
Extra Life in the corner of this 
room so grab it before you run 
down the tunnel and end up in 
an empty room with a button. 
It won't be empty once you hit 


{1} Smash all of the laser generators to 
Clear a path to the bonus. [2] Be careful 
along these conveyor belts as the spikes 
are sharp! [3] Use your Light Speed Dash 
to burn through the tubes. [4] Pick up 
speed and leg it down the passage. 
Running on the ceiling has never heen 
such fun! [5} Watch out for the hammers 
as you jump between platforms. 


After another vision from 
Tikal, Sonic heads for the 
final showdown! 






















































+ Even though it’s the final 
boss, he’s not that tough if 
you know what he’s going to 
do. Make sure you grab some 
rings from either end of the 
metal platform and then keep 
running up and down. You 
need to be travelling at full 
speed when Robotnik pops 
up as he’s going to fire four 
very Fast lasers in your 
direction and if you’re not 
moving, you'll get hit. He 
does this a couple of times 
before stopping by the side 
of the platform — this is your 
chance to jump and hit him 





the switch though — the floor 
opens up and reveals the inner 
workings of the Carrier itself! 
Use the Homing Spin attack to 
cross the gap via the Spina 
robots hovering there and then 
eap from platform to platform, 
dodging the swinging 
pendulums that block the path. 
Step on the lift at the top to 
drop into the section below. 
Run past the Spiked Balls and 
Spinas then drop down the long 
Flight of steps to the platform 
below. You can jump from 
platform to platform or simply 
jump from the top and aim to 
the right to hopefully land on 
the large middle platform at the 
very bottom. Get into the lift 
and go down to the bottom 
Floor then run left and grabo the 
Extra Life and Electric Bubble 
before heading down the steep 
passage. When you drop into 
the chamber below, DON'T try 
to kill all the nasty little Bugs 
there — they keep coming back! 
Instead, go for the ladder on 
the side of the pillar in front of 
you to the right and get out of 
there fast. Jump up and over 
the spikes then use the fans to 
Float through the next couple of 
rooms until you get to a large 
open room. You can either take 
the obvious exit or use the 
Speed Roller to run up the 
vertical wall and land on the 
ledge above before leaping 











across to get the Electric Bubble 


and Running Shoes. Now run 
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through the next room and end 
up in another room of Bugs — 
there’s no ladder this time so hit 
the Speed Roller on the far side 
of the room to run up the slope 
and into a long passage that 
drops down. Keep running and 
then as you fall try to land on 
the Floating platforms that are 
right at the bottom of the drop. 
Use the fans to float across 
and end up in another room of 
Bugs with no way out! Run over 
to the wall on the right and it'll 
open, giving you an exit — cross 
the open area and run through 
the next gap but take care not 
to run off the edge! Follow the 
path past all the dolls of Sonic 
and his friends and then climo 
the stairs to find a line of rings. 
Use your Light Speed Dash to 
follow them across thin air and 
reach the exit. Sonic will jump 
down and find Dr Robotnik 
waiting for him — he'll fly up into 
the area above and Sonic will 
chase him on a nearby rocket. 
It's time for the final showdown! 
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with a Homing Spin attack. 
Robotnik will drop down 
and then go back to throwing 
lasers at you, although after 
two attacks he’ll appears and 
power up a big shot so make 
sure you dodge to avoid it 
and then get well clear of the 
resulting explosion. After this 
he’ll pop up again but don’t 
leap to hit him yet! Wait and 
he’ll back away, creating a 
small bridge with the tail of 
his craft. Use the Homing 
Spin attack and hit each of 
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the three targets on the tail 
before finally hitting the 
Viper’s cockpit and landing 
on the other platform. You'll 
need to do this once more to 
make Robotnik angry. 

After three hits, the doctor 
will continue his normal 
attacks and also make a 
flying pass down the 
platform, firing at everything 
in his way. Run underneath 
him to avoid the lasers and 
then watch for him to back 
away again so you can hit 
him once more. The next 
wave of attacks will involve 
everything he’s done so far 
followed by him appearing at 
the end of the platform and 
throwing a large spinning 









blade at you. As it 
approaches you need to jump 
and then land on the centre 
of the blade unharmed - it 
will spin back to the Viper 
and you can jump up to hit 
him again with the Homing 
Spin attack. 

Now Robotnik’s getting really 
annoyed. First he smashes the 
opposite platform and then he 
begins taking out the one you're 
standing on block by block! Each 
attack destroys another block so 
you’ve got to Finish him before 
he knocks you off. Keep jumping 
on the blades he throws at you 
and let them take you over to 
the Viper so you can hit it again 
— you need to hit it seven times 
in total through the whole fight 
to knock it out for good. When 
he finally starts to go down in 
flames, watch out for the voice 
warning you of Robotnik 
crashing into the platform. As 
soon as it looks like he’s coming 
straight for you, change to a 
different block IMMEDIATELY to 
avoid being knocked into the 
abyss below. 


The Adventure Continues... 


Back in the Mystic Ruin, Sonic watches a beaten Dr 
Robotnik fly off into the distance. With Tails flying to 
catch up, Sonic joins him and runs over to the cliff 
edge to continue the chase — jumping down, we can 
tell that this fight is far from over! 
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How To Play 


» Don’t know how to play 
as Tails? Here’s a quick run 
down on the moves... 


Spin Attack 


Press the A button to 

leap up and curl into a 
ball that can destroy any 
enemies that it touches. 
Press the B/X button to fall 
back to the floor quickly. 


Flight Power 


Press the A button and 
then press and hold A 
again to fly. Let go of the A 
button to Fall to the ground 

— you can only fly for a 
short period of time though 
so don’t use Flight Power 
for too long. 


Tail Whip 


Press the B/X button to 

swing your tail round 
and destroy anything in 
your immediate area. Once 
you’ve collected the 
Rhythm Broach, hold down 
the B/X button to perform 
the Tail Whip constantly. 


Tails’ Adventure 


The Adventure 
Begins... 


We join everyone's favourite 
fox, Tails as he enjoys a cruise in 
his plane through the clear blue 
skies. Suddenly, he hits trouble 
— the engine’s got problems 
and Tails has no choice but to 
go for a crash landing! After a 
close shave in the streets of 
Station Square, he finally lands 
on Emerald Coast where his 
friend Sonic is waiting to help 
him. After returning to Sonic’s 
hotel, Tails shows Sonic his 
prized possession... a shining 
Chaos Emerald! 

When you finally gain control 
of Tails, guide him through the 
hotel and out into the main 
square. Before doing anything, 
run over to the pool of water 
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behind the Twinkle Park 
entrance and go into the sewer 
— fly into the hole in the ceiling 
and grab the Ankle Boosters. 


Now drop back down 
and head over to the station 


the Mystic Ruin. Head over to 
your house and you'll find Dr 
Robotnik waiting for you! After 
a quick chat, he'll try to take 
you out with his Egg Hornet. 


Power-up Locations 


+ Here’s where to find and how to use Tails’ special items... 


Power-up 
Rhythm Broach 


Location 

Near one of the temples when 
Tails travels back in time to 
visit the Lost Echidna Tribe 


Purpose 
Gives you a special advanced 
Whip attack 


How To Use It 
Hold the B/X button to 
activate it. 


Power-up 
Ankle Boosters 


Location 

In the sewer behind 
Twinkle Park — fly up 
through the hole in the 
ceiling to find it. 


Purpose 
Lets you run faster and fly 
a little speedier too. 


How To Use It 


Automatic 





before taking the train down to 


* Miles ‘Tails’ Prower! Get 
it? Miles Per-hour! Oh, how 
we laughed. Anyway, 
Sonic’s loyal sidekick and 
best buddy is back to 
wreak havoc with his two 
tails and garage full of 
inventions. His latest 
creation is his Favourite — a 
bi-plane that transforms 
into a jet rocket! You'll get 
to fly through the air with 
the greatest of ease a little 
later in the game. 





Here’s how the pad works 
when playing as Tails... 


i } Move Tails about 


Jump (hold down to 
fly for a brief period) 


Spin Tail Attack (hold when you’ve 
collected the Rhythm Broach) 


Spin Tail Attack (hold when you’ve 
collected the Rhythm Broach) 
Pick up item 

5] Move camera left 


Move camera right 


Pause/unpause 


Camera 
Zoom in/out 





Moment 


It’s a crash landing — brace, 


brace! Tails clearly isn’t the 
best pilot around... 





corner and then spin the 
camera left to spot some Boost 
Hoops hanging by the side of 
the track — pass through the 
first six and then use Flight 
power to hover over to three 
more above the next section of 
track. The final section of the 


The Adventure 
Continues... 


Once again, Robotnik falls to 
the might of Sonic and Tails 
only to come back with a 
vengeance! He steals Tails’ 


— 


Chaos Emerald and gives it to 
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Chaos Zero, creating Chaos course is a straight (?) run so 
One! They disappear in a times. There are plenty of rings try to stick to the middle of 
blinding flash of light and you'll to grab so make sure you get the track as it winds 
> This fight is exactly the same as it was when you fought the need to track them down if you them before Sonic manages to downwards. Hit the Speed 
Hornet as Sonic, but with one tiny difference. You still have to want that Chaos Emerald back! — after a brief run you'll reach Roller and run up and then 
run around collecting rings while avoiding the missiles that Run over to the front of your the small brick area that Sonic down the vertical wall until it 


Robotnik fires at you but when he digs himself into the ground 


with his front spikes, don’t 
try to jump at him! Instead, 
run straight for him and use 
your Tail Whip as you 
approach to smack him on the 
cockpit. Once more, three 
clean hits to the Egg Hornet 
will cause it to explode and 
you'll move on to the next 
section of the adventure. 
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house and grab the windstone 
crystal with the Y button then 
run back to the right-hand side 
of the railway bridge and pass 
through the crevice in the rock 
to find the wind vent. Place the 
crystal in the pedestal to open 
the vent and then jump into 
the updraft to fly up into the 
Windy Valley. 


LEN EL 
Windy Valley 


Target: Get to the Chaos 
Emerald before Sonic 

Tails’ visit to Windy Valley begins 
halfway through the full level at 
the start of the main speed 
tracks. Make sure you hold 
forward to get a good start 
over Sonic and try to keep in 
the middle of the road in order 
to avoid slowing down at all 
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originally had to smash through 
but luckily you can run straight 
through this. Keep running 
down the speed track until you 
run into a wall of springs that 
throw you up onto the next 
grassy platform, at which point 
you should leap up onto the 
raised ledge. From here you can 
take your first shortcut and 
blaze ahead of the hedgehog by 
leaping through the green 
Boost Hoop — you'll take flight 
and speed through four rings 
before landing back on the 
main track. Carry on down the 
next straight and as you hit the 
Speed Roller to race through 
the loop, jump and aim at the 
Boost Hoop to fly through six 
more hoops and land at the 
base of the windy tower. Use 
the springs to jump up and 
then use a short burst of Flight 
power to get up onto the top 
ledge to avoid the wind, spikes 
and enemies below. Fly up 
twice more onto the top level 
of the tower and drop into the 
hole to catch a gust of wind 
before hitting the spring placed 
directly over the middle of the 
tower. You'll hit three more 
springs and float gently down 
onto the track below but don't 
dash off just yet! Take the 
speed track up to the first 
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reverts back into the speed 
track and then run right off the 
end of the road. Don’t stop for 
anything! IF you stop, you'll Fall 
down into the blue so keep 
running and as you approach 
the end of the course, hover 
for a brief period to make it 
over to the plunger. 
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The Adventure 
Continues... 


As soon as you land back on 
the ground in front of the wind 
vent, run over to the wooden 
train station and take a ride 
back to Station Square. Head 
back to the hotel and run 
through it, taking the set of 
double doors to the right of 
the reception desk to arrive in 
the area with the casino. Use 
your Flight power to hover up 
to the button above the doors 
of the casino and hit it — the 
doors will open and you can 
now enter Casinopolis. 








[1] You'll have to use these Boost Rings if you want to have any chance of beating 
Sonic to the finish. {2} Hit the Speed Boosters and run down the Speed Road as 
quickly as you can. {3} Move quickly because Sonic is speedier than ever! [4] Here's 
the Chaos Emerald — we're here way ahead of Sonic so we win! 
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Target: Get to the Chaos 
Emerald before Sonic 
Taking a quick sprint through the 
sewers of the local casino might 
not be your idea of a good time 
but that’s what this level is all 
about. Forget about collecting 
rings here — pick up a few to 
keep yourself safe in case of any 
nasty collisions and just leg it 
through the stage as quickly as 
you can. If you want any chance 








You can pick up some speed here as long as you don’t hit the walls! 


for the spikes here! 








of beating Sonic, you're going to 
have to take the same route as 
him so run straight through the 
opening section and when you 
reach the fan room at the other 
end of the hall, run forward until 
you're near the wall in front of 
you. Fly up using the airstream 
and enter the passage at the 
very top — follow this round until 
you find another fan room. 
Again, run straight forward only 
this time enter the passage that 
lies only halfway up the wall — 
try to use the platform above 
the entrance to stop yourself 
from going any higher. Once 
you've passed through this 











There are lots of exits out of the wind tunnel. 
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rather short passage (beware of 
the Spiked Balls!) you're into the 
home stretch. Jump and use 
your Flight powers to fly over 
the top of all the spinning 
Spiked Balls and land right next 
to the plunger. Hit it quickly to 
finish the stage before Sonic 
catches up! 


The Adventure 
Continues... 


Once Tails beats Sonic to the 
Chaos Emerald, he leaves the 
casino with his prize... only to 
be confronted by a disgruntled 
Dr Robotnik! Before he can do 
anything, the doctor nicks the 
Chaos Emerald away from Tails 
and gives him a healthy dose of 
sleeping gas into the bargain! 
What a scoundrel! 

When Tails finally wakes up, 
go round to the narrow 
alleyway that sits opposite the 
Stairs back up to the station 
and pick up the Snowflake 
Crystal that appeared there 
when you left the casino. Go 
back into the station via the 
stairs and take the train to 
Mystic Ruin — when you get 









there, an new opening will have 
appeared in the cliff wall 
opposite the station. Run 
through the new passage to 
Find another air vent that you 
should jump into. You'll end up 
in a new passage so run down 
here and when you reach the 
Ice Door halfway along the 
tunnel, drop the crystal into the 
pedestal to open it. Go inside 
and cross the poo! of icy water 
before climbing the ladder on 
the far side to reach the Icecap. 








Target: Get to the Chaos 
Emerald before Sonic 
Pretty simple really — this is just 
a basic dash to the bottom of 
the mountain on snowboards. 
Although collecting rings would 
be handy (especially if you're 
going for one of the Emblems), 
it’S not absolutely essential as 
there's nothing that can harm 
you here. Hold the direction 
you're travelling in to get some 
speed up but remember that 
this direction changes halfway 
through the course. You would 
do well to make sure that in the 
second part of the track, after 
you turn to face downhill, you 
hit as many of the orange 
ramps as you can. By pressing 
the A button as you hit the 








Knuckles The 
Echidna 


>} This fight is slightly harder 
this time round, if only for the 


apex of the ramp, these give 
you a well-needed speed boost 
that will keep you ahead of 
Sonic as long as you don't crash 
too much as well as making you 
ook flash by performing some 
kind of aerial stunt. What a 
clever fox! Just after the attack 
by Robotnik’s flyers, try to stick 
to the middle of the course and 
hit the ramp through the 
passage ahead so that you end 
up riding along the tops of the 
snowy pillars — this cuts virtually 
the whole last part of the 
course as long as you can stay 
up there! When you reach the 
bottom, try to land on the 
plunger as quickly as possible 
because there’s no doubting 
that Sonic won't be too far 
behind. IF you stuck to the top 
route across the snowy pillars 
you. might overshoot the finish 
area so hurry back and press 
the plunger or Sonic will beat 
you to it! 


The Adventure 
Continues... 


As soon as you exit from the 
cecap, head back the way you 
came from the main area of 
Mystic Ruin before heading 
towards the small lake on the 
eft. There you'll meet Knuckles 
The Echidna who, judging by 
his reactions, isn’t too happy to 
see you! Quick Tails — give him a 
smack with your tail before he 
takes his anger out on you! 

















fact that you’ll need to be closer to Knuckles in order to give him 
a slap with your tail. The best tactic is to wait for him to go for 
his Punch attack and use your Flight power to scoot out of the 
way before landing close and giving him a quick slap with your 
Tail Whip. Thankfully, you’ll only need to hit him three times 


before he goes down. 


Once again, the final blow sends both Knuckles and Tails 
reeling as well as throwing the Chaos Emeralds into the air... and 
under the waiting Egg Pod of Dr Robotnik! After grabbing them 
and feeding them to his new partner in crime Chaos, Tails needs 
to fight for his life against the new and improved Chaos Four! 





The last blow knocks the 
Chaos Emeralds from Tails’ 
hands and into Robotniks! 





> Again, this fight is similar to the one that Sonic fought during 
his adventure only as Tails you have a slight advantage. This is 
thanks to your Flight power that allows you to hover slightly if 
it looks like you might end up in the drink — stick to the dry 
Lilypads and grab as many rings as you can to prevent getting 
hurt. When the time comes for Chaos Four to float on the 
surface, Fly over to him and then smack him with your Tail Whip 
before he disappears again. Five hits to the head of Chaos Four 
will defeat him for the time being. 
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The Adventure 
Continues... 


With Chaos Four falling, Dr 
Robotnik panics and tries to 
make his escape. The skies open 
up and out of the clouds flies 
the formidable Egg Carrier! As 
Tails and Sonic gasp in awe, 
Robotnik and Chaos are beamed 
aboard the flying battlecraft 
before it disappears back into 
the distance — Tails will have to 
pull something pretty special 
out of the bag if he’s going to 
catch Dr Robotnik in that! 

As soon as you regain 
control, take Tails over to his 
house — once there, he'll go 














inside and climb aboard his 
trusty plane, the Tornado. It’s 
time to give chase to that 
diabolical Dr Robotnik and get 
those Chaos Emeralds back! 


The Adventure 
Continues... 


We rejoin Tails to find him 
running through the thick jungle 


Sky Chase Act One 


Target: Catch the Egg Carrier 


Unsurprisingly, this section is absolutely 
identical to the Sky Chase that Sonic has to take 
part in during his adventure. Once again, use 
the Lock-On method for best results — by 
holding down the A button, you can move the 
targeting cursor over your chosen target and 
‘lock-on’ to it before releasing the button to fire 


undergrowth of the Mystic Ruin. 
Suddenly, something races by 
him... it’s Sonic! Tails tries to 
give chase ‘out slowly begins to 
fall behind as he realises that 
Sonic is just too Fast. The scene 
Fades and we find that it was all 
just a dream — Tails is lying by 
the side of the small lake near 
his house all on his own. 

When you get back to your 
feet, jump into the mine cart 
behind you to ride into the rain 
Forest section of Mystic Ruin. 
Fly down from the ledge when 
you reach the other end of the 
track and run along the path 
that leads left — after a short 
dash, you'll spot the red Chaos 
Emerald lying on the track. But 
just as you're about to pick it 
up, a frog leaps in and swallows 
it whole! Chase the frog as it 
disappears into the cavern 
ahead and when you lose sight 
of it, use your Flight powers to 
rise up to the ledge above. 
Jump on the stone switch and 
the sand blocking the entrance 
below will clear, allowing you 
access to Sand Hill. 











the shot. Try to get as many as possible before 


launching your bullets in order to take out the 
most nasties in one sweep. When you finally get 
close enough to land on the Egg Carrier, a nasty 
surprise waits for you — Dr Robotnik activates 
the main gun of the Carrier and it blows the 
right wing from Tails’ Tornado plane, sending it 
hurtling to the ground. 





Sand Hill 


Target: Get to the frog at the 
bottom of the sand dunes 


This sub-game is pretty much 
the same as the snowboarding 
level of the Icecap but only on 
sand (obviously). The idea is to 
race through the various Red 


Gates that are spread across the 


sand — the only snag is that you 
have to pass through them in 
sequence within a certain time 
limit. As you pass each gate, 
you will receive a score 
multiplied by the number in the 
top-right of the screen. IF you 


miss too many gates or take too 


long getting to the next one, 
the multiplier will reset and 
you'll have to start amassing 
your score from scratch. Of 
course, all you have to do here 
is get to the bottom of the 
dunes so just try not to crash 
into too many things and make 
it to the Finish in one piece! 


The Adventure 
Continues... 


When you reach the bottom of 
the sand dunes, Tails will grab 
the frog in front of him to get 
his Chaos Emerald back — 
suddenly, a brilliant flash of 
ight appears and Tails finds 
himself in a place that is 
definitely NOT Sand Hill! It 
ooks like the village of a long- 
ost tribe of some sort... 

From your start position, 
take a left turn and head 
directly up the stairs in front of 
you. Turn slightly right at the 
top and follow the path 
between the buildings — here, 
you'll find the Rhythm Broach 
that allows you to perform 
your Tail Whip constantly by 
holding the B/X button. Now 
run forwards and drop back to 
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the lower floor level before 
running around to the front of 
the main temple (opposite 
where you started). Standing in 
Front of the temple is Tikal who 
explains some of what is going 
on now that Chaos is loose. 

There's another blinding 
flash of light and Tails 
reappears back by the lake of 
Mystic Ruin, just in time to 
watch Big frantically trying to 
catch his pet frog that ate the 
Chaos Emerald! As he chases 
it Off into the distance, Tails 
decides to go back after Dr 
Robotnik. Go over to Tails’ 
house once again and he'll use 
the Chaos Emerald to power- 
up his new jet-engine Tornado 
— after a quick detour via Red 
Mountain to pick up Sonic, it’s 
time for another chase 
through the skies! 











comtinued 
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Sky Chase Act Two 


Target: Land on the Egg Carrier 


Again, this section is exactly the same as the 
one play by Sonic during his adventure. Use the 
same tactics as before to get through it and 
when you finally reach the main gun of the Egg 


The Adventure 
Continues... 


With the main gun off-line, Tails 
can land the Tornado on the 
Egg Carrier. Once you've set the 
plane down and enjoyed the 
view, run forward and fly up 
onto the large glass dome 
ahead to witness Robotnik 
changing the Egg Carrier into 
Flight mode. He's going to fly 
and only you can stop him! 
Head up the steep ramp ahead 
and through the door at the 
top to reach the Sky Deck. 





Sky Deck 


Target: Save the animals 
before Sonic does 

As soon as you hit the pillar at 
the start, forget about edging 
around it and just jump, using 
your Flight power to land 
safely on the other side. Run 
along the straight, jumping the 
hurdles and climb the ladder at 
the far end. When you get to 
the top ignore the spring and 
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Carrier, try to blast it as soon as it opens before 
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turn left, leaping through the 
Boost Hoop to reach an 
alternate path. Cross the three 
spinning pillars by flying 
between them and land on the 


platform beyond. Climb the 
ladder while avoiding the 
Spiked Balls and when you 
reach the top, scramble along 
the monkey bars without 
hitting the Spinas there. One 
more ladder to climb rejoins 
you with the main track, 
hopefully ahead of Sonic. 

Run down the path, hitting 
the Speed Rollers and pass the 
checkpoint at the bottom. Use 
the Speed Roller on the other 
side to fly onto the pillar ahead 
then fly around it and hit the 
next Speed Roller to run up the 
ramps and along the ceiling 
until you get to level ground. 
Hit the springs to fly through 
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moving quickly to dodge the huge laser blast 
that comes from the centre. When the gun 
shuts down, Tails will move the Tornado in and 
land on the back of the Egg Carrier. 


| 





this section and enter the 
opening in the corner. Once 
through the short passage, 
forget about running down the 
ramps to the platform below 
and instead jump off, using 
some clever hovering to land at 
the next checkpoint to the 
right. Climb the ladder and use 
your Flight power to cross the 
monkey bars quickly then turn 
left and fly once more over the 
four Spina robots. Dodge 
round the spiky nasty and jump 
over onto the pillar marked ‘1’. 
From here on it’s not to 
difficult to make your way 
around the outside of the Sky 
Deck, crossing the four 
gangways and rounding the 
next pillar in succession. You 
can use the Boost Hoops 
above the gangways between 
pillars ‘1’, ‘2’ and ‘3’ but don't 
dawdle as the large central 
gun Is targeting you all the 
time and will blast away any 
platforms that you stand on 
For too long. Once past pillar 
‘4’, it's a quick hop over to 
the plunger in front of the 
central gun by means of one 
last gangway. 








* 


That's a C 


The Adventure 
Continues... 


At the top of the Sky Deck, 
Sonic and Tails fall into the 
heart of the Egg Carrier. From 
here, there’s not all that much 
to explore so just jump into the 
large pod with flashing green 
lights around it halfway up the 
Stairs to access the main deck. 








When you get there, Dr 
Robotnik once again has a 
surprise for you — not only does 
he steal another Chaos Emerald 
from Amy but he sets his sentry 
robot E-102 Gamma on you! 


* Once more, this is pretty much the same as the 
fight that Sonic had only you can use your Flight 
powers to drift over his laser aim and smack him in 
the back with your improved Tail Whip. If you’re clever, 
you can hold down the B/X button and keep spinning 
into him to lay the hits thick and fast. Keep moving at 
all times and grab some rings early to make this fight 


end as quickly as it started. 





Once Tails rescues Amy 
from the Egg Carrier, he’s 
got to save the city! 





The Adventure 
ontinues... 


As E-102 is about to fall, Amy 
steps in to save his life! Tails 
thinks for a second and then 
accepts that Amy might be 
right about sparing him when 
suddenly the Egg Carrier 
begins Falling out of the sky! 
As Sonic chases after Dr 
Robotnik, Tails grabs Amy and 
drops off the side into the 
dark clouds below... 

Back in Station Square, Tails 
lands gently and watches with 
Amy as Robotnik fly his Egg 
Pod down a side street... and 
crashes into the ground! He 
begins cursing his luck at where 
he’s landed and in his fury, 
aunches a missile straight at 
the square! As it smashes into 
the buildings in the distance, 
Robotnik gives chase to stop it 
from exploding and blowing 
him in the process — Tails knows 
that it’s up to him to stop 
Robotnik at all costs and 
Follows the mad doctor onto 
the Speed Highway. 
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LEVEL 
Speed Highway 


Target: Reach the missile 
before Dr Robotnik 

The important thing to 
remember here is that you're 
racing against Dr Robotnik so 
you have to take shortcuts to 
win otherwise he'll cheat like 
crazy! Also, be careful not to 
touch him — unlike your friend 
Sonic, colliding with Dr 
Robotnik can be seriously bad 
for your ring total! 

From the start try to edge 
around Robotnik so he doesn't 
hover down on top of you and 
as the track begins to dip, leap 
and fly onto the horizontal 
track above the main road. 
From here you can take a quick 
eap over to the next piece of 
track and finally up into the 
path of a Boost Hoop that 
takes you down to the first lift. 
Ignore this and drop down 
underneath the glass platform 
to find some more Boost 
Hoops that take you over to a 











small area with a Shield Pod on 
it. From here, leap to the right 
and follow the line of rings 
onto the highway with yellow 
and black borders — this cuts 
out a considerable section of 
the course and places you near 
the Roller Lift. 

Run down the road and hit 
the Speed Rollers at the end to 
boost up onto the next section 
of highway via the Roller Lift 
then run along and leap off the 
road, passing through the Boost 
Hoop as you go. This will place 
you on another section of road 
with some lifts ahead of you — 
with some clever flying you can 
reach another set of Boost 
Hoops ahead and fly up into a 
small opening in one of the 
buildings. From here, jump to 
the building below and through 
another Boost Hoop before 
landing back on the road. Run 
down here to reach a flat 
section of roof. 

The next part is quite tricky 
as it requires some precise 
jumping and flying on your part. 
Ignore the rocket in front of 
you and turn left to face the 
Boost Hoop. Leap through it 
and try to land on the small 
platform ahead then make 
another jump over to the ledge 
around the side of the building. 
Hit the checkpoint at the end 
and then turn the corner to find 
more Boost Hoops. You need 
to make it through all of these 
hoops if you want to reach the 


end in time although if you're 
really unlucky and fall down, 
you can still make it across the 
platforms below. Leap across all 
of the platforms, using the 
rockets to boost up higher until 
you can see Robotnik’s missile 
up ahead. Get close and then 
make a huge jump to fly over all 


The Adventure 
Continues... 


After being beaten to his 
missile, Dr Robotnik decides to 
wipe out the problem that's 
been bugging him for a long 
time — Tails himself! Confronting 
our hero in the casino area of 


the remaining platforms and Station Square, he flies up in his 
land safely inside the finish Egg Pod and returns fully kitted 
zone before Robotnik can even up in his latest robotic night... 
get close. the Egg Walker! 


Egy Walker 


> It might look big and tough but this is a very easy fight if you 
keep your cool. Grab some rings immediately and then wait for 
Robotnik’s first attack. He’ll fire some huge incendiary bombs 
at you so run towards him to avoid the explosions and stop 
when you’re standing underneath him. The Egg Walker will 
raise one of its Feet and stamp on the floor so be ready to 
jump over the resulting shockwave. When things settle down 
again, the foot it raised will be glowing — run over and smack it 
with your Tail Whip to make the legs of the Egg Walker buckle 
and the cockpit drop down with Robotnik inside! Give this a 
whip with your tail to score your first hit! 

The Walker will leap up and land at the other end of the 
street, dropping a load of bombs on you as it does so! Jump 
and fly to avoid the explosions 
then run back underneath it 
while avoiding the flames it 
shoots at you. Repeat the 
same process as before to land 
another strike and it’ll leap 
again back to the other end of 
the street. 

This time, Robotnik isn’t 
going to take any prisoners — 
he’s coming straight for you! 
After dropping more bombs in your direction, the Walker will 
come strutting down the street and when it gets above you it’ll 
go to stamp on you as before. However, you’ll have to avoid 
two of the feet before attacking both of them to make the 
cockpit fall so move quickly and get your strikes in before 
Robotnik can recover. He’ll attack this way once more before 

his last attack... 

Finally, enough is enough — Robotnik keeps coming back for 
more with even larger amounts of explosions for you to dodge! 
The last time he comes after you, he’ll throw everything he’s 
got at you before trying to hit you with three of his feet. This 
means that you'll have to smack all three of the attacking legs 
of the Walker to make Robotnik fall for the last time - now get 
in there and make sure he doesn’t get back up! 
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The Adventure Continues... 


Robotnik is defeated, 
Station Square is safe... 
and Sonic is nowhere to 
be seen! All the glory 
belongs to Tails! Proud 
with his efforts, he flies 
back to his house in Mystic 
Ruin to tell his pal about 
what he’s managed to 
achieve — for once, Tails is # 
the hero of the day! 
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Knuckles’ Adventure 


The Adventure 
Begins... 


It's a dark and stormy night 
on the Floating Island. 
Knuckles the Echidna is 
watching patiently over his 
sacred treasure, the Master 
Emerald. All appears well 
but Knuckles knows even 
as he meditates that 
something is going to 
happen. Suddenly there's 


nowhere behind Knuckles! 
With the Master Emerald 
smashed, Chaos attacks 
Knuckles and then disappears 
as the Floating Island hurtles 
straight into the sea below! 
Blackness falls all around... 
Knuckles wakes up in Station 
Square outside the train station 
— head for the road leading 
back to where Sonic's 
adventure started, behind the 
station to your right. When you 








can hide. The one thing to 
remember is that nine times 
out of ten, the Fragments are 
never at street level. IF they are 
close to the road, they're more 
likely to be inside the small 
connecting passages running 
through the buildings that can 














a tremendous crash and 


Chaos appears from out of 





get there, run to the end and 
smash through the barrier 
blocking off the building to 
open the doors. Go inside to 
get onto the Speed Highway. 


only be reached by using the 
springs. There are other 
passages like this that must be 
checked out before ploughing 
through the rest of the level — 





the one near the waterfall at 
the.start of the stage is an 
obvious example. Knuckles’ 
climbing abilities make him 
perfectly suited to scale the 
walls of this sprawling city so 
make good use of this and his 
floating talent to travel between 
the outer walls and inner 
rooftops with ease. Remember 
to check inside all the 
containers and smash all the 
enemies as you go — if you get 
SO much as a whisper on your 
radar then try to pinpoint the 
location as quickly as you can 
SO you can move on. Don't 
forget the really high-up 
platform near the vertical road 
as this is often a favourite 
hiding place of the Fragments. 


The Adventure 
Continues... 


Knuckles leaves Speed Highway 
with the first set of Master 
Emerald fragments — finally, 

he’s getting somewhere! Run 
back through to the main 
section of Station Square and 
head into the hotel before re- 
emerging into the casino part of 
town. The next Emerald shards 
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Speed Highway 
Target: Find the three 
shards of Master Emerald 
An easy level as it’s rather 


enclosed and offer only a few 
places that those Fragments 









*. Here’s how the pad works 
“ when playing as Knuckles... 











* He thinks he’s a bit of a 
irelaeMallla@melimm(om dave) iim atsmy 
nothing but an Australian 
burrowing creature with no 
teeth. Knuckles didn’t even 
want to be in this adventure 
but when Dr Robotnik 





Move Knuckles about 


Power-up Locations 


+ Here’s where to find and how to use Knuckles’ special items... 





Jump (hold to float for 
a brief period) 

















Punch (hold to charge * ia ei b 
messed with his Floating Light Attack when Wearing pee ei 4 Bei “Tae een ie doors are 
Island... well, he just had to niet Gna iste Bog Siw ae OCKEC SO yOu II Nave to press 
do something about it. Let’s Light Attack when wearing Y 4 the button adove them to get 
kick iiolorela ali; butt, Cio EVEN euSICves) Location Location in. Climb up the nearby wall 
Knuckles style! Pick up item In the cave hidden behind High up on the cliff-Face 
x Tails’ house. behind Big’s hut. 

Move camera left mt on 15071 

Purpose Purpose 


Adds Digging to your abilities. Adds the Light Attack to 


your abilities. 


How To Use It 

Press the A and B/X buttons 
together to dig into soil or 
sand. 


How To Use It 
Hold the B/X button for 
four seconds to charge it up. 





Camera 
Zoom in/out 
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With the Master Emerald 
destroyed, Knuckles has to 
find all the missing shards! 





How To Play 





















down on the moves... 


Spin Attack 


Press the A button to leap 

up and curl into a ball that 
can destroy any enemies that 
it touches. Press the B/X 
button to fall back to the 
Floor quickly. 


Glide Power 


Press the A button to 

jump and then press and 
hold A again to glide. You 
can glide until you either 
touch the ground or hit a 
wall although you won’t be 
able to fly up. Useful for 
travelling long distances. 


Climbing 

Jump at a wall and you'll 

grab onto it with your 
knuckles — by using the 
Analogue Stick you can climb 
up and down the surface as 
well as across the wall. To get 
off just press the A button. 





with a line of rings leading up it 
until you come to a slanted sign 
advertising ‘Chao In Space’ — 
leap and float across from here 
to hit the button before 
dropping down and going into 
Casinopolis. 





LEWIEL 
Casinopolis 
Target: Find the three 
shards of Master Emerald 


Tackling this level is a bit 
annoying because while 
sometimes you can grab all 
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Check out this massive Sonic statue 
— jump up and smash it! [2] There’s 
sometimes an Emerald fragment insite 
the lion’s mouth so have a look! 


» Don’t know how to play as Knuckles? Here’s a quick run 





Thrust Attack 


Pressing the B/X button 
causes Knuckles to 
shoot small fireballs out of 
his Fists that have a limited 

range. Pressing B/X three 
times in quick succession 
makes him lunge forward on 
the third punch. 


Digging 

Once you’ve collected the 

Digging Claws, you can 
dig into soft soil or sand. 
Stand above the spot where 
you wish to dig and press the 
A and B/X buttons together 
to tunnel downwards. 


Light Attack 


Once you’ve collected the 

Fighting Gloves, holding 
the B/X button will charge up 
the attack. Release it when 
Fully charged to destroy 
everything nearby. 


three Fragments in a short 
time, other attempts can last 
for what might seem an age. 
There are many sly hiding 
places where the Fragments 
might be including inside the 
enemies next to the Ring 
Collection Room, at the top of 
the crow’s nest of the pirate 
ship or even inside the engine 
room of the robotic pirate 
display itself! IF you ever find 
yourself stuck, look for a 
nearby switch or grating that 
could serve as a way Out of 
your temporary prison. Use the 
springs to fly up high and 
search the whole casino — if 





you can get right up to the top 
you can use your floating 
abilities to drift around and 
scan the area below. 
Sometimes your radar will start 
going crazy when you approach 
the Sonic statue in the centre 
of the stage — this means that 
the Fragment is inside its feet! 
But how do you get inside? 
Stand at the front of the statue 
and check out the crack in the 
left foot (your right) — give this 
a quick smack and the statue 
will crumble, revealing the 
Fragment and destroying Sonic 
into the bargain! 


The Adventure 
Continues... 


As soon as Knuckles finds the 
third Emerald fragment, a 
strange light floats by. It quickly 
envelops him and he drifts off 
into a deep sleep. When he 
awakens, Knuckles realises that 
he isn’t in Casinopolis any more! 
After a quick look around, he 
thinks back... if he remembers 
his history lessons correctly, this 
looks like the ancient Echidna 
temple village! But how did he 
get here? 

Have a quick look around 
before leading Knuckles over to 
the front of the village near the 
exit — there you'll find Tikal 
having a strong argument with 
the elder of the village. Just 
when it gets to the exciting part, 
there's another flash of light... 


» All of Knuckles’ stages take 
place in the small enclosed 
sections of Sonic’s levels. 
Explore everywhere to 


locate those missing shards! 





and Knuckles is back outside the 
casino — typical! To his surprise 
though, Knuckles sees Sonic and 
Tails both looking rather woozy 
alongside him... 

Head back into the hotel at 
the end of the street to catch 
Dr Robotnik trying to make his 


» Make sure you grab some 
rings quickly as this is going to 
be a tricky fight. Chaos Two’s 
first attack is to turn into a 
giant ball and bounce around 
the arena trying to squash 
Knuckles — this is easy to avoid 
and you simply have to run. 
around until he turns back into 
regular Chaos before attacking 
him. There is one small problem 
though... Chaos is invulnerable 
to attacks from the front! To 
hurt him, you’ll need to jump 
high and use your Floating 
powers to drift over his head 
before dropping behind him and 
giving him a quick smack with 
your knuckles. 

IF you get too close to him 
at the front, Chaos will either 
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Fine! 
Give if your beet shot 


getaway in the lifts... and he's 
got the Chaos Emeralds! 
Knuckles needs those to restore 
his island to its original glory so 
follow Robotnik into the right- 
hand lift and ride it to the roof 
to face him. Knuckles confronts 
the evil doctor but then 
Robotnik plays his trump card 
and summons Chaos One! 
Realising that Robotnik is 
merging the Chaos Emeralds 
with Chaos to make him more 
powerful, Knuckles can only 
stand and watch as Robotnik 
places the silver Emerald into 
Chaos One to form Chaos Two! 








try to swing at you with his giant claws or speed himself out 


over the floor. If he does this, just stand well back or jump up 
and float around a bit until he changes back to regular Chaos to 
attack him again. You’ll have to hit him a total of four times in 
order to send him packing. 
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He's after the pieces of 


the Master Emerald, 


Suc. 


The Adventure 
Continues... 


After he beats Chaos Two, 
Knuckles faces Robotnik again 
and demands to know what he 
did to his Floating Island. Of 
course, Robotnik doesn’t take 
the blame... in fact, he tells 
Knuckles that it was all Sonic’s 
Fault! What's more, Knuckles 
actually believes him! As Dr 
Robotnik leaves, Knuckles 
wonders how Sonic could have 
done such a thing... 

The scene switches to the 
Mystic Ruin where we find 
Knuckles still in doubt as to 
what really happened to his 
beloved home. Knowing that he 
has to get to the bottom of this, 
Knuckles decides to carry on 
searching for the fragments of 
the Master Emerald. First things 
First though — let's get powered 
up! Run over to Tails’ house and 
take the narrow passage to the 
left before ducking into the 
tunnel set into the wall. Go 
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Chao characters! 





If you hit this Speed Roller, you can boost up either ramp to the 
clifton above. {2} Make sure that you grab all of the rescued animals 
you can in the levels — they come in very handy for breeding your 


too! 
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through the arch on the left... 
and watch as the gate slams 
shut behind you! Oh no! 

Grab the Digging Claws in 
front of you — this gives you the 
power to dig into soil or soft 
ground. Now head through into 
the next chamber to find a 
small raised platform with an 
Robotnik symbol above it. Jump 
on top and dig into the soil to 
pull up an Egg Bomb then pick 
this up and take it over to the 
locked gate. Place the bomb 
under the Kiki cage on the wall 
to blow it up and open the gate 
— now pick up the bomb again, 
go back outside and through 
the large crevice in the wall to 
find the air vent that leads up 
to the Floating Island tunnel. 
Jump into it and then run down 
the passage at the top, past the 
Ice doors into the open area at 
the end. Take the bomb over to 
the Kiki cage outside the locked 
gate on the right and blow that 
one up too, opening the way 
into Red Mountain. 
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Target: Find the three 
shards of Master Emerald 
The fact that this level is so 


open and huge makes finding 
the Emerald Fragments a 
slightly tougher job than on 
other levels. Try not to fall 
down too far or you'll have a 
lot of trouble getting back up 
to the higher sections where 
the Fragments are more likely 
to be found — use Knuckles’ 
climbing skills to clamber up 
the cliff-faces with ease. Don’t 
forget the yellow platforms 
directly behind the starting 
point as there is often a 
Fragment hiding at the bottom 
of it. Another favourite place to 
find Fragments in on a small 
platform on the edge of the 
self-contained lava pool near 
the top of the mountain — 
check all around this area as 
there are lots of enemies that 
could be concealing the goods. 
The best tactic is to circle the 
mountain and climb to the very 
top before scaling back down 
to search for any Fragments 
that you might have missed — 
however, this can be time- 
consuming when you're up 
against the clock so try to 
master the floating, climbing 
and digging skills before you 
attempt this level at speed. 


The Adventure 
Continues... 


After Knuckles leaves Red 
Mountain, guide him back 
through the tunnel past the Ice 
doors, then down the air vent 
and back to the main area of 
the Mystic Ruin. Head over to 
the lake on the left to find 
Sonic and Tails there, carrying 
what looks like a fragment of 
the Master Emerald! 


Sonic The 
Hedgehog 


> This fight is quite a lot like 

the fight between Knuckles and 

Sonic during Sonic’s adventure, only now you’re playing for the 
other team! Obviously, Sonic is a bit faster than Knuckles and 
has his Homing Spin attack so you’ll have to be cautious when 
fighting him. Grab some rings and then watch for Sonic’s 
attacks — first, hell try jumping at you so just step to the side 
and then lunge at him with a couple of punches when he lands. 
Next, he’ll go for his basic Spin attack so again try to steer clear 
of him by jumping and then 


_ smack him a bit when he stops 


spinning. Finally, Sonic will use 
the Homing Spin attack - this is 
quite hard to avoid so jump in 
the air and float towards him 
as he attacks so that you both 
get thrown back without 
getting hurt. Now while he’s 
dazed, quickly dash in and 
finish him off! 

When the final blow is dealt, 
a familiar story unfolds — Sonic 
drops the Chaos Emeralds, Dr 
Robotnik appears and grab 
them before giving them to 
Chaos Two to create Chaos 
Four... can you see a pattern 
emerging? Now it’s Knuckles’ 
turn to face the might of Chaos 
yet again! 





> Again, this Fight is identical to those fought by both Sonic and 
Tails. Because of your Float powers, you’ve got the same 
advantage that Tails had here so use it to the full and keep your 
eyes on Chaos to watch for the attacks that he uses on you. Try 
to keep some rings at all times and when you go for the strike on 
Chaos Four’s head, simply float towards him and then release the 
A button to drop into a ball onto him, causing him damage. Five 
hits to the brain will send Chaos back where he came from. 
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Mmonmnent, 


Knuckles’ journey to the 


Red Mountain is quite a a | 


trek, so get moving! 


Beware. 
ye? 


The Adventure 
Continues... 


The battle might be won but the 
war is far from over — as the Egg 
Carrier appears from behind a 
cloud, Robotnik and Chaos are 
both beamed aboard to the 
safety of the skies. Knowing 
what he did was wrong, 
Knuckles apologies for blaming 
Sonic for what has happened... 
thankfully, Sonic forgives him 
and they become friends! 

Turn around and run over to 
the side of the lake to find a 
new mine cart sitting on the 
tracks to the left. Jump in to 
reach the rain forest section of 
the Mystic Ruin and then jump 
off the ledge and float for as 
long as you can to reach the 
opposite side of the jungle. 
Before you go over to the 


Chaos’ 


to be unleashed. 





true power is 


¥ A 
ee 


ruined temple, head for Big the 
Cat’s hut located near the back 
of the jungle — not only can you 
grab the Sonic Emblem hidden 
inside the hollow tree at the 
back but you can also climb the 
cliff wall and reach a high ledge 
where you'll find the Fighting 
Gloves waiting for you. Now fly 
off the ledge and float over to 
the temple in the middle of the 
jungle. IF you check out the 
Front of the temple, you'll see 
two pedestals that need to have 
items placed in them. Turn right 
from the pedestals and take the 
exit back into the jungle ahead 
of you before following the 
path to the left — there’s a small 
opening on the left that you 
should duck into. Follow the 
passage and use your digging 
powers on the raised platform 
to find the Silver Statue — take 


[1] With Chaos Four defeated, Knuckles 
has other business of his own to attend 
to. [2] Once you insert hoth statues into 
their pedestals, this floor panel will open 
to reveals the Lost World. [3] Press the 
buttons around the level to move the 
Stained glass panels into line. [4] Now 
all you have to do is jump onto them and 
run up the wall! 


> Completing the different 
levels of Knuckles’ game for 
emblems can be quite tough! 
You'll need to do them all to 
finish the game properly... 


this back to the temple and 
place it in the left-hand 
pedestal. The second statue is 
in a really obvious place... go 
back to the ladder at the start 
and climb back up to the mine 
cart leading back to the main 
area of Mystic Ruin and there it 
is, sitting on the ledge! Pick up 
the Golden Statue, take it back 
to the temple and place it in 
the right-hand pedestal to open 
a small hole between the two. 
Drop down into it to find the 
Lost World. 
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Knuckles’ 


LEWE 
Lost World 


Target: Find the three 
shards of Master Emerald 
Another slightly sprawling level 
only this time it’s because the 
stage is so darn high! 
Remember that unlike Sonic, 
Knuckles doesn’t need the 
Stained Glass Panels to run up 
walls — he can just climo them. 
There are lots of little platforms 
that could be harbouring lost 
Emerald Fragments inside 
crates so search everywhere 
and smash open everything in 
order to find them. There are 
also a few chambers off of the 
main temple that have sandy 
sections perfect to burying 


fenrure 
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Fragments in so check those 
too in case you need to do 
some digging. It’s not too 
tough to begin with but when 
you've got a time limit to deal 
with... oh boy! 


The Adventure 
Continues... 


Once again, that mysterious 
lignt envelops Knuckles and 
transports him away, this time 
to the Floating Island shrine 
before it was ruined by Dr 
Robotnik! Run forwards over 
the bridge and up the stairs to 
the Master Emerald shrine to 
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find Tikal in an obvious state of 
distress. As she turns to leave, a 
group of Chao start to dance in 
front of her before another 
bright light transports Knuckles 
back to the real Floating Island. 
Knuckles knows that it is time 
to repair the damage that has 
been done and places the 
fragments back into the Master 
Emerald... but nothing 
happens! There are still three 
fragments missing! The Master 
Emerald tells Knuckles that they 
are hidden deep inside the Egg 
Carrier, just as E-102 drops in 
from the sky! 

Follow E-102 back through 
the passage to the main area of 
the Mystic Ruin and ride on the 
mine cart to get to the rain 
forest area. Run through the 
jungle towards the array of 
lights on the left and watch as 
E-102 goes into the Egg 
Carrier's docking station. 
Knuckles will Follow, just as the 
Egg Carrier lifts off into the sky! 
After running forwards on the 
main deck and watching 
Robotnik convert the Carrier for 
flight, run through the main 
door ahead of you and into the 
pool room. Drop into the pool 
to find a hidden entrance that 
leads into another small room 
with a portal that goes straight 
onto the Sky Deck. 
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Sky Deck 


Target: Find the three 
shards of Master Emerald 
Whatever you do, DON'T touch 
the joystick ahead of you! It'll 
only lead to a lot of running 
back and forth in the long run 
so leave it for a moment and go 
exploring the level. Try to find 
out where all of the Fragments 
are quickly as most of the time, 
the location of each one is 


relevant to the pushing of the 
joystick. IF there’s a Fragment 
inside the chambers directly 
underneath where you start, the 
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joystick must be pulled back 
(towards to screen) for the 
doors to open and let you in. 
Similarly, if there’s a Fragment 
in the chambers at the far end 
of the level to the right, the 
joystick must be pulled right in 
order to open the doors. The 
final likely hiding place is under 
the large crates in the middle of 
the deck — the direction of the 
joystick is dependant on which 
box is covering the Fragment as 
the boxes slide both ways along 
their runners. Either way, you'll 
need to dig into the dirt 
underneath once you've 
uncovered the spot. Don't 
forget to check underneath all 
of the larger cannons and high 
up in the sky near the crane — 
those Fragments could be 
hidden anywhere! 


The Adventure 
Continues... 


With the last three fragments 
secured, Knuckles’ quest is over! 
Suddenly that familiar bright 
light appears again and 
transports him back to the 
Floating Island of old... and it’s 
burning like crazy! Run forwards 
to find Tikal lying on the floor — 
just when Knuckles is about to 
help her, something cries out in 
pain from the temple ahead. 
Could that be... Chaos? 


The bright light takes him 
back once more to the inner 
chamber of the Egg Carrier. 
Leave through the door and 
climb out of the pool before 
going back to the main deck. 
Just as Knuckles is about to go 
home, he spots something in 
the distance. Something is going 


on over by the glass dome so 
take Knuckles over there to find 
Sonic and Dr Robotnik squaring 
off against each other. With the 
arrival of Knuckles, Dr Robotnik 
knows that he has to take on 
both of them at once and 
there's only one way to do that 
— enter Chaos Six! 


Chaos Six 


+ This is another fight that is similar that the one fought by 
Sonic although for some reason it is made even tougher for 
Knuckles! While Robotnik is not there to pester you by flying 
about, the Freeze Pods are just hanging in the air. IF you want 
one, you’ll have to jump up and hit it as you fall down without 
getting hit by the freeze beam or Chaos! Things are made even 
more complicated by the Fact that two of the glass panels have 
been blown out of the dome so if you want to change sides, 
you’ll need to run across the middle which is very dangerous as 
that’s where Chaos is most of the time! Keep hitting Chaos with 
the Freeze Pods and when you’ve frozen and smashed him 
enough, the fight will finally be over. 


Time 00: 33:39 
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If you move this joystick, the whole Sky Deck will tip on its side! Be sure you 


know which way you want to move it... [2] Once you grab hold of the crane, don’t let 


go — there might be an Emerald Shard hanging around nearby! 





The Adventure 
Continues... 


Chaos has been beaten by 
Knuckles and the Chaos 
Emeralds are once again the 
hands of those who need 
them. As the Egg Carrier 
crashes Out of the sky, 
Knuckles heads back to the 
Floating Island to finish the job 
of repairing the Master 
Emerald. That done, the power 
of the Emerald is restored and 
the Island takes off once more 
into the skies. Knuckles returns 
to his meditation, knowing one 
day that if he is ever needed to 
defend the Emerald again in 
the future, he will be ready! 











SWeESOMe. 


foment 


Amy’s adventure starts with 


a real bang — it’s not every 
day you run into Sonic! 


The Adventure 
Begins... 


After a hard day shopping, Amy 
just wants to get home. 
Thinking about Sonic as she 
walks and the adventures 
they've had together, she’s truly 
happy. Suddenly, a dark cloud 
Falls over Station Square, 
startling Amy and causing her to 
drop her shopping. She looks 
up... and sees the Egg Carrier! 
It's Dr Robotnik! He's back! 

As Amy looks up, something 
Falls From the sky and lands on 
her head! Waking up, she looks 
to find a small bird lying 
unconscious on the pavement. 
Amy picks him up, just as one 
of Robotnik’s sentry robots 
drops in to check out the 
situation! It must be after the 


* Sonic’s girlfriend is the 
first new face to spring up 
along the road to beating 
Dr Robotnik. She might 
seem all sweetness and 
light but if she was, Dr 
Robotnik wouldn't have 
dispatched one of his Zero 
robots after her now, would 
he? We only have one 
question though — exactly 


where does she keep that 
huge mallet when she’s not 
carrying it? 


' 


Select a character 
. wee 





Amy’s Adventure 


bird! Quickly, Amy runs down 

the street and ducks into a 
nearby Burger Shop to avoid ) 
the Zero sentry as it gives 
chase. Once the heat has died 
down Amy leaves the shop, 
determined to find out what 
is going on! 

Run down the road to 
the main section of 
Station Square before 
heading through into 
the hotel complex. Take the 
double doors on the right to 
enter the casino area of town 
where you'll find Sonic walking 
down the street. Amy knows 
that if one person can help 
her, it’s Sonic! After showing 
him the bird and asking what is 
going on, guide Amy back to 
the main area of Station Square 
and over to the lift entrance of 








*. Here’s how the pad works 
* when playing as Amy... 


} Move Amy about 
Jump 


Use hammer (press when running 
to fly up with Hammer Leap) 


Use hammer (press when running 
to Fly up with Hammer Leap) 


Pick up item 
§) Move camera left 


Move camera right 


Pause/unpause 


Camera 
Zoom in/out — 





Twinkle Park where 
Sonic is waiting. 
Suddenly out of 
nowhere, Zero 
appears looking for 
Amy's new friend! Of course, 
Amy is too busy checking out 
the wonders of Twinkle Park to 
notice and ventures inside to 
take a quick peek. 


LEVEL 
Twinkle Park 
Target: Reach the balloon 
and escape Zero 

The first stage of Amy's 
adventure begins mid-way 
through the Twinkle Park level 
that Sonic has to encounter. 
Run down the stairs in front of 
you to reach the pool area — 
From here, instead of running 
forwards and hitting the springs 
to reach the roof above, Amy 
has a different task ahead. Use 
your hammer to activate the 
large red button in the floor 
then run forwards and to the 
right to make your way around 
the pool. There are two more 
red buttons to find hidden 
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among the exploding barrels so 
hit them while dodging the Kikis 
and Zero who will be hot on 
your trail by now. With all three 
buttons pressed, the doors of 
the castle back at the base of 
the stairs will have opened, 
allowing you to go inside. 

Avoid the two large Spiked 
Balls and the Kiki on the far 
side before passing through the 
next sliding door into the Mirror 
room. This section can be tricky 
as you have to keep your eyes 
on the real Amy rather than the 
reflections while you make your 








Power-up 


Warrior’s Feather 








Location 
Given to you when you 
win the Hedgehog 

Hammer game. 





Purpose 
Adds the Hammer Spin 
attack to your abilities. 





How To Use It 

Hold the B/X button and 
spin the stick around to 
use the attack. 


ES 


‘> Here’s where to find and how to use Amy’s special items... 















How To Play 


> Don’t know how to play 
as Amy? Here’s a quick run 
down on the moves... 


Hammer Strike 


Press the B/X button to 
pull a massive mallet out 
of nowhere and swing it 
once. This is her main 
attack instead of a Spin 
Attack and can be 
performed in the air as well 
as on the ground. 


Hammer Leap 


When running at full 
speed, press the B/X 
button to strike the ground 

with your hammer and 
perform a huge somersault. 
This is necessary for 
getting over obstacles that 
are too high to jump over 
normally. 


Hammer Spin 


Once you’ve collected the 

Warrior’s Feather, hold 
down the B/X button and 
spin the Analogue Stick 
round to swing your mallet. 
When you are swinging at 
Full speed you can stop 
spinning and just hold B/X 
to keep performing the 
move. Releasing the button 
stops the attack. 




































way along. Dodge the Spiked 
Balls as best you can and steer 
clear of Zero behind you — if he 
gets too close, smack him with 
your hammer to stop him for a 
short time. At the end, go 
through the next arch and 
down the stairs, leaping over 
the spikes at the bottom. Run 
past the inflatable hiding round 
the corner, hit the checkpoint 
and pass through another arch 
into the next Mirror room. 





Power-up 
Long Hammer 





Location 
Given to you when you beat 
your own High Score on 

Hedgehog Hammer. 


Purpose 
Adds more length onto your 
Hammer Spin attack. 


How To Use It 

Hold the B/X button and 
spin the stick around to use 
the attack. 
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Run through here, avoiding 
the Spiked Balls as before and 
up the slope at the end, killing 
the two Kikis at the top. Go 
through into the last Mirror 
room; this one is more difficult 
as the Spiked Balls are all over 
the place rather than just down 
the middle of the path. You'll 
also need to look in the 
reflections to spot the hidden 
traps — if there’s a hole in the 
reflection of the path ahead, 
you should jump over the tiled 
floor that matches it unless 
you'd like to fall to your death. 
Climb the stairs to reach the 
arch at the top (use the springs 
if the jumps give you hassle) 
and then run down the next 
corridor to find a big set of 
double doors leading out into 
the main park again. 

Hit the checkpoint and 
collect all the rings before 
heading to the right of the 
large metal gates — you'll have 
to jump quickly over the 
exploding barrels to carry on 
but make sure you don't get 
caught in the blast. Go up the 
Slope past the Spiked Balls, 
collecting more rings on the 


SUB-GAME  Hergehoy Hammer 


[1] These mirrored rooms can he a real 
pain to get through. [2) Watch out for 
hidden pits ahead — you can see them in 
the reflection of the room! [3] If you 
want to hide from Zero, use the harrel to 
hide from his sight. [4] Use the balloon 
to escape Zero’s clutches! 


way and then take out the Kikis 
at the top to stop them 
throwing bombs. Finally, grab 
the Extra Life hanging in the air 
to the far left before running 
back, giving Zero once last 
smack and hitching a ride on 
the balloon out of there. 


The Adventure 
Continues... 


When you exit Twinkle Park, run 
to the double doors opposite to 
get back to Station Square. As 
Amy leaves and wonders where 
Sonic has disappeared to, a 


The 
if 


dark shadow falls over her... it’s 
Zero and he’s right behind her! 
There’s no escape this time — 
Zero grabs Amy and the bird 
before hovering back to the Egg 
Carrier as Sonic watches on 
helpless from a distance! 

Amy awakens to find herself 
in the cells of the Egg Carrier, 
watched over by E-102 
Gamma. The robot is abrupt in 
his demands — he wants the 
Chaos Emerald around the neck 
of the little bird! Amy refuses to 
give it up when the bird 


* As you enter the Hedgehog Hammer room, 
you'll find that the door leading into the main 
area of the Egg Carrier is locked. The only way 
to open it is to beat Dr Robotnik’s high-score on 
the Hedgehog Hammer game so you'd better 
give it a whirl. Leap onto the central platform 
and jump into the air to start the game. 

The rules are simple — you have to use your 
mallet to smack down the Sonic heads as they 
pop out of the holes surrounding you, just like 
the mallet fairground games. There is no pattern 
to when or where they appear so you will have 
to keep your eyes open for them and strike 
them as quickly as possible. Blue Sonic heads 
are worth 100 points while Super Sonic heads 
are worth a whopping 500 points! However, 
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make sure you don’t hit any Robotnik heads that 
pop up as doing so will subtract 200 points from 
your total! When you get higher than 2000 
points (Robotnik’s high-score), stop hitting the 
targets and just let the time run out — after all, 
you've got to beat your own high-score to 
receive the Long Hammer later in the game so 
why make it more difficult for yourself by 
getting a monster score now? 

As soon as you beat Robotnik’s high-score, 
you'll receive the Warrior’s Feather which allows 
you to perform the Hammer Spin attack. It will 
also open the door to the main chamber - go 
through it and then use your mallet to strike the 
button in Front of the door to your right. Once it 
opens, go inside to enter the Hot Shelter. 
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suddenly flies over to E-102. 
He looks at it for a second... 
and then releases Amy from her 
cell! His sudden change of heart 
amazes even Amy and she 
thanks him for his help before 
leaving. Run through the double 
doors at the end of the cell 
area to find the Hedgehog 
Hammer game. 


Amy's Adventure 


LEVEL 
Target: Reach the balloon 
and escape Zero 

Amy's longest level is quite 
tough but also rather clever in 
the puzzles it throws at you. 
When the lift finally reached the 
bottom, run through the door 
and down the corridor to the 


end. You'll notice that the door 
ahead won't open for you 
automatically so it looks like 
you'll have to do it yourself. Go 
to the small console on the 
right and press the B/X button 
— you will grab hold of the 
winch on the side. Now spin 
the Analogue Stick in a ANTI- 
CLOCKWISE direction to raise 
the door. Press the A button to 
let go of the winch and carry 
on down the tunnel. 

Get the Bubble Shield and 
then turn left down the 








The heart-warming moment 


when E-102 chooses to set 
Amy free. Ahhh. 








corridor. Avoid the Egg Keeper 
and the two Spiked Balls but 
watch for Zero bursting out of 
a glass tank on the left as you 
reach the next set of item pods. 
Run over to the small pool and 
use the floating platforms to 
cross to the other side — if you 
fall in, you'll need to get to the 
end and climb up the ladder to 
the surface to get out again but 
make sure you don’t drown! Go 
to the far side of the passage 
and kill the two Kikis there 
before turning the next winch in 
the same anti-clockwise 
direction to open the door to 
the main tank. 

Drop inside and climb the 
metal stairs to the top before 
pushing the red button in the 
centre. This floods the tank and 
raises a platform directly 
opposite where you entered, 
allowing you to reach the door 
on the other side. Use the 
winch to the right of it to open 
the door, turning it clockwise 
three times to light the red 
lights and then anti-clockwise 
once to turn on the green one. 
Hit the checkpoint and run, 
through the first tube room, 
dodging the spikes and climbing 
the metal stairs at the end. Go 
through the small opening to 
the next room and take cover 
as Zero smashes through to say 
hello. Run down the passage to 
the stairs and this time push 
them to the left so that they sit 
under the small opening set in 








gory 


the wall above. Climo up and 
go inside to escape Zero for the 
time being. 

When you drop into the 
toilets at the bottom of the 
tunnel, find the exit on the left 
and then take a quick right in 
the passage beyond to avoid 
Zero dropping in. You'll need to 
use the winch to open the door 
while trying to keep Zero off 
your back so alternate between 
turning the winch anti- 
clockwise and hitting the robot 
with your hammer. Go through 
the door and drop to the 
bottom then enter another 
archway to find the engine 
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room — if you can get into the 
higher opening as you drop 
down, there’s an Extra Life and 
Invincibility waiting for you. 
Cross the cogs ahead to the 
platform on the far side and 
press the switch — this reverses 
the direction of the cogs and 
allows you to go higher. Climb 
the next big cog and run across 
then leap onto the spring on 
the right to reach another 
raised platform. Hit the 
checkpoint and collect all the 
Ring Pods then ride up on the 
right-hand cog to the level 
above. Press the switch to 
reverse the cog direction again 
and drop back down before 
using the left-hand cog to reach 
the opposite raised ledge. Run 
left and collect the Invincibility 
then go straight past the Spiked 
Balls and Kikis, through the two 
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sliding doors and out onto the 
metal platform. 

Press the button at the end 
to rotate the platform to the 
next doorway before passing 
through it — watch out on the 
other side as Zero drops in yet 
again. Run forwards, ignore the 
stairs and Kikis and instead run 
round to the left to find a lift. 
Turn the winch to rise up on it 
to the level above then walk 
along and drop down to find 
more lifts. Use them in 
sequence to reach the very top 
then run forwards to enter the 
TV room. Use the ¥ button to 
pick up the crystals and place 
them in the correct holes 
(purple to purple, orange to 
orange and so on) — when you 
complete the sequence, Zero 
appears and crashes through 
the screen in front of you! 
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Extra information> 





» You'll need to use all your 
skills when playing as Amy. 
To be honest, she’s a bit 


useless! Still, we wouldn’t 
say that to her face... 


Knock him on the head and run 
through the hole he made to 
find another walkway that you 
have to run along. Follow it to 
the top and hit the checkpoint 
to find a split in the path. 
There's a lift with a winch, a 
ramp on the right and a ladder 
on the left but it doesn’t matter 
which one you take as they all 
lead to the top level — make 
sure you grab the Invincibility 
and Speed Shoes under the 
ramp before you go though. 
Here, you'll find another set 
of crystals that need to be set 
into the floor in order to open 
the path ahead. The orange, 
purple and yellow crystals are 
easy to find, but where's the 
blue one? Hit the spring on the 
right and you'll find it, perched 
up high on the beams above. 
Collect the Extra Life on the 
end of the middle beam and 
then grab the crystal and drop 
down, setting it in place to 
open the door. Run down the 
new tunnel and open the sliding 
doors at the end to find the 
balloon — watch out for all the 
Kikis swarming around the base 
of it as you make your escape! 
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The Adventure 
Continues... 
As Amy floats away, a strange 
light envelops her... she 
awakens again to find herself in 
the ancient Echidna city! 
Wander round and talk to 
everybody you can find — when 
you've explored everywhere, 
run back to where you entered 
and go through into the cave 
passage beyond. Run down the 
passage and across the bridge 
at the end to find Tikal playing 
with a group of Chao. Suddenly, 
there’s activity from the water 
around the shrine... Chaos rises 
Out of the 








water just as Amy witnesses 
another flash of light and finds 
herself in the pool room of the 
Egg Carrier! 

Exit the pool room through 
the doors at the end to find 
yourself on the main deck and 
be confronted by Dr Robotnik 
himself! After Sonic and Tails 
appear, Robotnik grabs another 
Chaos Emerald and orders 
E-102 Gamma to attack Sonic! 
As they fight, Sonic goes for a 
crushing blow but Amy stops 
him — she doesn’t want to see 
the creature that saved her life 
destroyed. Just as a heart- 
touching moment is about to 
happen between Sonic and 


q expresses her thanks to E-102 
| and tells him what he must 


do, Tails grabs her and flies 

Amy to safety as the Egg 
? Carrier crashes down 
\\ around their ears! 






Extra information? 


> Get the hang of jumping up 
high with the Hammer Leap 
to allow Amy to reach 


goodies that would normally 
be out of her reach! 





Back in Station Square, Tails 
drops Amy off in front of the 
hotel. Waving goodbye, Amy 
and her bird friend are about 
to leave when Amy notices the 
charm necklace around the 
bird’s neck. Inside is a picture 
of the poor thing’s long lost 
family — Amy decides that she 
should reunite the bird with 
them! When you arrive back in 
the Mystic Ruin, take the mine 
cart next to the lake through 
to the rain forest section. Run 
along the path on the left to 
reach the Egg Carrier's 
docking station — go inside 
and through the lab area to 
the door with pressure pads in 
front of it. Use the same 
combination that you used 
during Sonic’s adventure to 
open the door (Five, Three, 
Four, Two) before running into 
the Final Egg area. 


Being transported to an ancient lost 
city has its drawbacks! [2] That's Tikal, 


the only person in the tribe who believes 
in the ancient prophecy. [3] She 
promises to protect the Chao from harm, 
no matter what might happen. [4] The 
Egg Keepers won't protect you though — 
instead they'll do everything they can to 
to you harm! 





Final Egg 


Target: Reach the balloon 
and escape Zero 

This is a very simple level with 
Only some minor obstacles to 
avoid. Turn around immediately 
at the start and smack Zero on 
the head to slow him down for 
a second before running down 
the path marked by rings ahead 
of you. Take a zigzag path 
through the laser generators 
(unlike in Sonic’s adventure, you 
don’t have to destroy them © 
yet!) and then dodge the Spinas 
and Spiked Balls on the other 
side. Get some speed up by 
running down the slope 
collecting rings and then hit the 
springs at the bottom to fly up 
onto the next level — watch out 
for the mechanical claws as you 
land though. Hit the checkpoint 
at the end and take out the 
lowest laser generator on the 
left to clear the way forwards 


Not 


you 
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but avoid the nasty Egg 
Keepers just in front of you. 
Destroy the next laser 
generator, grab the Extra Life 
underneath the dangerous 
mechanical claw and then take 
a sharp left into the new tunnel. 

Run down this rather empty 
tunnel, watching out for Zero 
as he bursts out of a wall on 
the right at you, and destroy 
another laser generator to get 
into the next passage. Carry on 
running until you get to a large 
enclosed room at the end. Push 
the large button with your 
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pain! 


After Zero attacks the bird 


once more, Amy goes 
berserk — time to fight! 





hammer and then wait for the 
lift to arrive — you may need to 
keep Zero busy by smacking 
him a couple of times until it 
gets there. Jump inside and ride 
it to the top then get out to 
find Zero waiting for you (how 
does he do that?!). Take a quick 
right into the next room, 
destroying a laser generator, as 
you go and climb the stairs to 
find a passage in the wall above 
— grab the Extra Life as you go. 
Head down the tunnel and go 
into the room at the end with 
six doors leading out of it, 
hitting the checkpoint as you 
enter. Sadly, the way out is a 
random choice so you'll just 
have to open each of the exits 
in turn to find which one 
conceals the path forwards. 
When you find it, run along and 
hit the checkpoint then take a 
sharp right and avoid Zero as 
he bursts through another wall. 
You need to get into the raised 
passage on the left and there 
are two ways of doing it — 
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either move the large steel can 
by getting inside it before 
jumping on top to get extra 
height (very risky) or running at 
the passage from a distance 
and using the Hammer Leap to 
fly up high enough and get 
inside. When you do, kill the 
Spina at the end of the passage 
and leap forwards to grab the 
floating balloon to safety. 


The Adventure 
Continues... 


Amy escapes the clutches of 
Zero yet again and makes it 
back into the lab area of the 
Egg Carrier, breathing a sigh of 
relief that she’s safe. Of course, 
Zero isn’t gone so there’s only 
one way Amy can be safe — 
she'll need to deactivate him 
personally! Make the long trip 
back to the main area of Mystic 
Ruin via the mine cart and drop 
into the bottom of the train 
station. You'll find a raft there 
that you need to carefully jump 
on board of to get back to the 
Egg Carrier's main deck. Once 














you get there, you find your bird 


friend... and he’s found the rest 
of his family! The celebrations 
are short though as once again, 
Zero crashes the party! Amy’s 
had enough — it’s time to end 
this once and for all! 
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» The main tactic to use when taking on 
Zero is to keep moving at all times — this 
way, he'll find it virtually impossible to lock 
onto you with his arm boosters. However, 
you will need to watch for him jumping in 
the air and slamming both hands into the 
ground as the resulting shockwave can be 
pretty nasty if it catches you unaware. To 
hurt Zero, you’ll need to hit him with your 
mallet until he lands in the electric field 
surrounding the arena. When this happens, 
the robot blows a fuse and loses his head, 
quite literally — the top of his helmet pops 
off for a few seconds, revealing his weak 
point. You'll have to leap up to hit it with 
your mallet before repeating the process and once you’ve 
done it three times, the bane of your recent life will 
explode in a shower of metal parts and sparks. 





Naa 
Came you fly? 


The Adventure 
Continues... 


With Zero gone, everything in 
Amy's life is back to normal. 
However, it seems that her bird 
friend is hurt! After a little 
cuddle from Amy, it wakes up 
and flies off into the distance 
with its Family... but it can’t 
leave without saying goodbye to 
its new friend! Coming back for 
one last touching moment, Amy 
and the bird know that they'll 
always have each other no 
matter where they are... 
goodbye Amy's feathered friend! 


SpE: -102, Big & Super So 


ae ] We'll cover Big, E-102 and Super 
Sonic’s adventures next issue! 
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The Elusive Sonic Emblems 


As is normal for many games 
these days, finishing the game 
isn't just a case of reaching the 
end. Sonic Adventure offers 
plenty of replay value by giving 
you the chance to collect Sonic 
Emblems — you'll have seen 
them if you've finished the 
game as any of the characters. 
There are 130 Emblems in the 
whole game to find and getting 
them all is not an easy task by a 
long shot. You'll need to finish 
all of the levels as all of the 
characters, achieving certain 
criteria to gain each Emblem. 
Think you're up to the 
challenge? Then follow our 
guide to all 130 Emblems and 
become a true Sonic master! 


There are four Emblems hidden 
somewhere in each of the three 
areas. Although many are 
obvious to spot, you might need 
to be a particular character in 
order to reach the place where 
they sit. Check out where each 











one Is before you choose the 
right person (or hedgehog) for 
the job and go and get it! 


Station Square 


Emblem A: Go inside the 
Burger Bar near where Sonic 
meet Chaos for the first time. 
It's sitting inside next to one of 
the tables — any of the 
characters can get this. 
Emblem B: Around the corner 
From the casino is a small 
alleyway. Look high up above 
where the Snowflake Crystal 
sits and you'll see the Emblem 
— use Knuckles to climb or Tails 
to fly up and get it. 

Emblem C: Hidden in the 
grass outside Sonic’s exit of 
Speed Highway (where you first 
met Chaos) is one of the 
Emblems. Use Tails’ Tail Whip to 
cut down the blades and reveal 
its hiding place. 

Emblem D: Run into the Train 
Station and stand by the stairs 
before turning to face the 
doors. The Emblem hangs 
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above to doors on its own 
little shelf so you'll have to 
climb to the main platform as 
Knuckles and then jump 
towards it and float over to 
collect the Emblem. 


Mystic Ruin 

Emblem A: Running through 
the jungle section towards the 
Mystic Ruin itself, run to the far 
side and under one of the fallen 
trees to find the Emblem 
tucked away underneath. 





Emblem B: There's a hollow 
tree just next to where Big The 
Cat’s hut is in the jungle. Use 
Knuckles or Tails to get up high 
enough and grab the Emblem 
out of the branches near the 
top of It. 

Emblem C: Run behind Tails’ 
house and look across the gap 
to see the Emblem sitting on a 
platform in the distance. Use 
Knuckles and float over to 
collect it. 

Emblem D: Still playing as 
Knuckles, go to the bridge that 





leads over to the Floating 
Island and jump off the left- 
hand side of it — the Emblem is 
hanging in the air so float over 
to get it before climbing back 
up the cliffside. 


Egg Carrier 


Emblem A: Once you've 
infiltrated Dr Robotnik’s 
bedroom, step on the button to 
make his bed open up. The 
Emblem ts sitting amongst his 
pillows! Grab it and scarper 
before he comes back... 
Emblem B: Check out the 
swimming pool inside the Egg 
Carrier but don’t go for a swim. 
Instead climb up onto the 
diving board and then leap over 
to the raised platform where 
the Emblem sits, using Tails to 
get some extra height if you 
can’t make the jump. 

Emblem C: Make sure that the 
wings of the Egg Carrier are 
extended by pressing the 
button under the chair in the 
cockpit. Now run along the 
platform and press the next 
button to call the Railcar — 


& 


Accessing Robotnik’s bedroom isn’t easy — not only do the Egg Cartier’s wings 








jump inside and ride it to the 
end of the ship: Jump into the 
cannon at the end to blast open 
the large boxes and find the 
Emblem inside. 

Emblem D: On top of the 
rotating disc in the middle of 
the deck is the last Emblem — 
it's mighty tricky to get up high 
enough to grab it though. Try 
using Knuckles to climo up the 
sides of the tower or Tails to fly 
up and collect it. 














have to he extended hut you'll have to press the secret button to open the door... 

















Character Emblems 


Each character has a total of 
three Emblems to collect on 
each level as well as one final 
Special Emblem. It’s not as easy 
as it sounds though — there are 
many different criteria that have 
to be met in order to collect 
the Emblems so you'll have to 
play through all the levels 
several times if you want to 
Find them all! 


Sonic 


Emblem C: Finish the level. 
Emblem B: Finish the level 
with more than 50 rings. 
Emblem A: Finish the level 
under the time limit. 
Special Emblem: Finish 
Sonic's adventure 
game. 














The Emblem A time limits for 
each level are... 


Emerald Coast 


Time limit: 2 mins 

A tough time to beat even if 
you know the route you've got 
to take. Use the Spin Dash 
often to fly through most of the 
level, make sure you grab the 
Running Shoes placed high on 
the wall as you run through the 
section just after the lighthouse 
and zip through the cave high 
to the left at the end of the 
same section. Also make use of 
the sly shortcut just after the 
loop that goes round three 
times — at the vertical ramp 
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following the loop, use the Spin 
Dash and hit the Speed Rollers 
while pushing to the right on 
the stick. You should fly to the 
rignt and cut out a good 
portion of the level before using 
the Spring at the end of the 
island to leap up to the straight 
before the finish. 


Windy Valley 


Time limit: 3 mins 
Use your Jump Dash attack 
repeatedly from the higher 
ledge near the start to cut out 
the whole first section of the 
level and reach the Tornado in 
record time. When leaping 
between platforms inside 
the Tornado, hold right 
to get onto the Multi- 
jump Pads quicker 
and then left to hit 
the final spring on 
the first try. Most of all, don’t 
stop running and try to keep 
central on the speed paths 
as you make your way 
down to the exit — try to 
get onto the top path 
around the windy tower 
to avoid all the Spiked 
Balls and nasties. 


ve, 
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Casinopolis 


Time limit: 5 mins 

You're going to need 500 rings 
fast here so instead of earning 
them, why not cheat a little? 
Go onto either of the pinball 
tables and let all the balls drop 
so that you end up in the 
sewers. Take the path through 
here, use the left-hand route in 
the first fan room and the one 
straight ahead in the second to 
collect a whole ton of rings and 
then dump them in the 
collection room. Do this twice 
and you'll finish the level with 
plenty of time to spare. 


Ice Cap 


Time limit: 4 mins 

Right at the start you can cut 
out the first area of the 
mountain by dropping to the 
bottom and using your Light 
Speed Dash to zip over the line 
of rings next to the raised 
ledge. From here, take the 
Boost Pads and jump around to 
clear the opening section in less 
than 30 seconds. As you enter 
the next section, push forwards 
so that you fall down 








underneath the ledge you 
started on and cut out a couple 
of springs — you can also cut 
some time out by taking the 
icicle jumps as quickly as 
possible as well as using your 
Spin Dash up the steep slopes. 
Make sure you hit as many of 
the orange ramps as you can 
during the snowboarding stage 
— not only does it make you 
look flash as you pull off stunts 
but it also gives you a huge 
boost of speed. 


Twinkle Park 


Time limit: 3 mins 

As you'd expect, try to stay 
away from the walls and hit 
every speed trap while racing 
through the hovercar section — 
you're looking for a time of 
around 1 min 35 secs by the 
end to have any chance of 
making it. In order to reach the 
end in time you'll need to take 
another shortcut by not 
dropping into the hole at the 
end of the roller coaster — hold 
right on the stick as it comes to 
a stop and you should end up 
in the docking area. Go back 
the way the roller coaster came 
in and leap across to cut out a 
large portion of the level then 
take the top route via the blue 
spires along the rooftops to 
reach the finish in time. 
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Speed Highway 


Time limit: 2 mins 30 secs 
As you're running down the 
main highway, there's a vertical 
wall that you need to run along 
— try not to fall down and run 
up as high as you can without 
hitting the barriers to reach a 
really nifty shortcut through half 
the level. Take the higher routes 
along the rest of the highway 
and once you're in the town 
area, stick to the rooftops to cut 
out all the wide corners. Head 
for the fountain at the end to 
take a big jump up to the finish. 


Time limit: 3 mins 

There are a couple of routes 
through Red Mountain although 
it'll take you a few attempts to 
get the Emblem. Most of time 
you can drift as you fall from 
the rocket boost so that you 
land on a different area that 
you're supposed to, usually 
giving you a few extra seconds 
to play with. Other than that, 
try to keep your eyes open for 
any quick leaps you can take 
over to different sections and 
watch for enemies that might 
float down from above. 


Sky Deck 


Time limit: 5 mins 

You can cut out a small section 
of the first area by leaping off 
of the high balcony before the 
winding ramps with Spiked 
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Balls on them — make sure you 
land properly on the platform 
below or you'll be falling for a 
while. Don’t wait for the pillars 
to face in the right direction 
before jumping but jump and 
drift as you fall to shave off 
another few seconds. Finally, 
get as far through the second 
section as you can before the 
deck starts to tip — having to 
use ladders wastes valuable 
time so the further on you get, 
the more time you'll save. 


Lost World 


Time limit: 4 mins 30 secs 
The main thing to do here is to 
get through the Snake Room as 
quickly as possible. Having to 
wait for the snake to come 
back round can be a pain so try 
to work out a decent route 
that keeps you moving at all 
times — don't forget you can 
run in the opposite direction 
that the snake is travelling in to 
get round the room. When 
climbing the Stained Glass 
Panels in the next room, try to 
keep moving and don’t fall off 
or you'll never make it. You 
might want to run along the 
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tops of the panels if you think 
you're good enough as it'll save 
you some time. 


Final Egg 


Time limit: 4 mins 30 secs 
No real shortcuts here so try to 
keep moving and don't get hit 
too many times or you'll never 
make it. Ignore all the bonuses 
and just head for the exit — try 
to get across the floating lifts as 
quickly as possible by working 
out the correct route and 

then just going for it! 


Tails 


Emblem C: Get to the 
end of the level first. 
Emblem B: Get to the 
end of the level first with 
over 50 rings. 

Emblem A: Get to the end of 
the level first again. 

Special Emblem: Finish Tails’ 
adventure game 





Tails’ emblems aren't too tough 
as your aims are basically what 
you have to do in the game 
anyway. If possible, try 
to make good use 






Stay ahead of the 
® opponent — Sky Deck 
and Speed Highway are 


») 


_ 
an & two good examples of 
_ this. IF you stick to the 


‘y main route then you're 
likely to be overtaken so 


wort do it! 


of the Boost Rings to 








Knuckles 





Emblem C: Find all three 
Emerald Fragments. 

Emblem B: Find all three 
Emerald Fragments faster than 
you did for Emblem C. 
Emblem A: Find all three 
Emerald Fragments in less than 
a minute. 

Special Emblem: Finish 
Knuckles’ adventure game. 


Finding all of the Emerald 
Fragments isn’t too much of 


Fare 2 chore if you know each of 


S| the level's layouts and the 
wr possible places where each 
i 


of them could be, but 
m make sure you've got 
the Silver Knuckles if you 


+, Va to dig for any of 


them. The main problem 
comes when you have to find all 
of the Fragments in under one 
minute — as the placement of 
each Fragment is random, 
there’s no way to know where 
they could all be! The easiest 
way is to be a bit sly and cheat. 
Spend some time wandering 
around trying to find the first 
Fragment using the radar but 
when you find it, DON’T 
TOUCH IT! Instead, pause the 
game and choose Retry (make 
sure you've got some lives left 
over to be able to do this) then 
leg it through the level and 
collect the first Fragment in the 
quickest time possible, seeing as 
now you know where it is. Each 
Fragment acts as a save point in 
the level, so now you can 
hunt around and find the 
next one before hitting 
Retry again and racing over 
to that Fragment and so on. 
Keep doing this and you'll 
have all three Fragments in 
well under a minute. 




















Emblem C: Get to the balloon 
at the end of the level. 
Emblem B: Get to the balloon 
with more than 50 rings. 
Emblem A: Get to the balloon 
under the time limit. 


Special Emblem: Finish Amy 
Rose's adventure game. 





The time limits for each 
level are... 


Twinkle Park - 2 mins 
Hot Shelter - 6 mins 30 secs 
Final Egg - 2 mins 30 


li pad, 

Seeing as much of Amy's 4 4 
levels are the same as A 
Sonic’s, you shouldn't have > ‘4 
any trouble making it Nie yy) 
through under the time \“ ew y 
limit. IF at any time you % ad ad 

ie’ 


think that Zero is going to =f aA 
target or grab you, turn A ) 
around and give him a good 


smack with your hammer — that 
should sort him out for a while! 


Big The Cat 


Emblem C: Catch your pet frog. 
Emblem B: Catch a fish 
weighing more than 1000g 
before catching your frog. 
Emblem A: Catch a fish 
weighing more than 2000g 
before catching your frog. 
Special Emblem: Finish Big 
The Cat's adventure game. 





The big trick to catching the 
larger fish when chasing those 
Emblems is to make sure you're 
carrying the tastier lures. The 
more fishing lures you've picked 
up in the main adventure (of 
which there are four) then the 
bigger the fish that will appear 
in each of the levels. Remember 
that when trying to snag 
a large fish, have 
patience and don't 
be overconfident 
— if an absolute 
lunker starts 
pulling away 
from you, don't 
a fight it too hard 


























or your line will snap. Some of 
the bigger fish will swim as far 
as 30 meters away from you 
before you get a chance to reel 
him in so take your time and go 
Slowly. There aren't any 
particular places where the 
larger fish swim but they 
shouldn’t be too hard to spot... 
well, they are bigger than the 
other fish aren't they? 


E-102 


Emblem C; Finish the level. 
Emblem B: Finish the level 
with over 50 rings. 
Emblem A: Finish the level 
with more than the time 
required left over. 

Special Emblem: Finish E- 
102’s adventure game. 





The target times for each 
of E-102’s levels are... 


Final Egg -— 2 mins 30 secs 
Emerald Coast — 3 mins 
Windy Valley - 2 mins 

30 secs 

Red Mountain — 3 mins 
Hot Shelter - 3 mins 


IF you want to have any chance 
of getting through the levels 
(apart from the first one) with 
enough time left over to earn 


the Emblem, you'll need 
A 
! 





to master the Multiple 
= largeting method when 
¥ killing enemies. The, 
more enemies you shoot 
at once, the more 
seconds will be added 
onto your current 
time so point and 


W) target then let loose a volley of 


shots before your targeting 
runs out of power. 


Super Sonic 


Special Emblem: Finish Super 
Sonic’s adventure game. 


Super Sonic only has one 
objective in the game — to wipe 
out Perfect Chaos before he 
destroys everything! This will 
probably be one of the 

very last Emblems 
you get so if you 
manage it, you can 
truly call yourself a 
Sonic champion. 
Follow the tips we've ~. 
given on page xxx to 


come out on top of \ 
this huge battle! ab) 






Mini Game Emblems 


As you progress throughout the 
game, you'll open up a variety 
of mini-games that you can 
revisit by way of the Emblems 
menu at the start of the game. 
In order to claim the Emblems 
from them you'll need to play 
the various games and either 
complete the level or beat 
certain scores — while some are 
easy, others take a lot of 
practice to win at! 


Sky Chase Act One 


Characters Available: Sonic, 
Tails 

Emblem B: Finish the level. 
Emblem A: Beat the High 
Score (8000 points). 

Reaching the end of the level is 
an easy enough task as long as 
you don't get hit by too many 
missiles or kamikaze pilots. 
Beating the high score of 8000 
points is another matter all 
together — not only will you 
need a hit ratio of around 90 
percent, you'll need to hit the 
missiles coming at you as well 
as the missile turrets. There are 
two methods of firing — either 
press the button madly to 
shoot rapid fire bullets or hold 
down the button to initiate a 
lock-on. When the target drifts 
over an oncoming enemy you'll 
get a lock and then all you have 
to do is release the button 
again to fire a homing shot. 
You can target multiple 
enemies so do this often and 
use the rapid fire technique if 
you need to take out a large 
mass Of ships in a short space 
of time. 








Sky Chase Act Two 


Characters Available: 
Sonic, Tails 

Emblem B: Finish the level. 
Emblem A: Beat the High 
Score (9000 points). 
Again, getting past Dr 
Robotnik’s sky troops isn’t the 
tough part — it’s beating the 
massive 9000 points needed to 





topple the High Score. Play 
through a couple of times to 
get an idea of where most of 
the enemies are coming from 
and then use the lock-on 
method to get them before 
they really pose any threat of 
either hurting or passing you. 
It’s tough but possible to do 
this so keep trying and you'll 
succeed in the end. 





Sand Hill 


Characters Available: Sonic, 
Tails 

Emblem B: Get to the bottom 
of the course. 

Emblem A: Beat the High 
Score (10000 points). 

Possibly the toughest mini- 
game emblem to get, you'll be 
playing this for a long while 
before you come away 
victorious. 10,000 points? On a 
sandboard? It’s a similar 
concept to the snowboarding 
mini-game where you have to 
pass through the gates — each 
time you make it through, the 
score multiplier goes up by one. 
Miss too many gates or leave 
too long a gap between passing 
through each one though and 
it'll reset, leaving your score 
rather small. The only 
difference between this and the 


Whizzing round the Twinkle Circuit is quite a good laugh but to he the master of the 


snow level is that if you want to 
have any chance of getting the 
10,000 points needed, you 
can't miss a single gate! You 
really need to have a score 
multiplier of over x30 by the 
time you reach the bottom to 
get enough points so try to 
learn the route required to 
make it. Sonic and Tails have 
different courses and while Tails 
is slightly easier to handle, 
Sonic’s course has more of a 
pattern to it so we'd suggest 
using him on this one. 


Characters Available: Amy 
Emblem B: Beat the 

High Score. 

Emblem A: Beat the High Score 
you got to earn Emblem B. 
Much the same as it was during 
Amy's quest to get the Soldier's 
Feather, you've got to play 
Hedgehog Hammer to win 
some more of the Emblems. 
Again, keep your eyes open for 
the Super Sonic heads that pop 
out of the floor as they add 
500 points to your score while 
normal Sonic heads give you 
100 points and Robotnik heads 
take away 200 points! Don’t hit 
these unless you want to be 
here for a long time... 
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track you'll have to learn how to drift round corners without losing too much speed. 





Twinkle Circuit 


Characters Available: Sonic, 
Tails, Knuckles, Amy, Big, E-102 
Emblem B: Finish the race. 
Emblem A: Beat the 

Fastest time. 











It's a real piece of cake to win 
this emblem. Bearing in mind 
that some characters appear to 
be slightly faster than others, 
we'd recommend using either 
Sonic, Knuckles or even Big The 
Cat to go for the record. The 
best way to win is to stick to the 
centre of the course as much as 
possible and take the corners as 
smoothly as you can. To do this, 
use the slide technique — keep 
going at top speed and if you 
think you're going too close to 
the outside wall, relax the 
accelerator to take a slightly 
sharper turn around the bend. 
This is especially useful around 
the last 90° corner if you want 
to have enough speed to fly off 
the end and grab the Ring Pod 
hanging above the track. 


Chao Racing 


Emblem E: Win the Pearl race. 
Emblem D: Win the 

Amethyst race. 

Emblem C: Win the 

Sapphire race. 

Emblem B: Win the Ruby race. 
Emblem A: Win the special 
Emerald race. 

The last five mini-game 
Emblems come from racing 
those loveable Chao creatures 
around a set of custom-made 
tracks. This involves some time 
and effort being put in on your ~ 
part in order to train them up 
so they're good enough to win. 
Think you're up to it? Then 
check out our Chao Racing 
guide on page 52 and let’s 
place those bets! 
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A Day At The Races 


In order to earn the last five 
Emblems of the game, you'll 
need to take part in the famous 
‘Chao Races’. Anyone who has 
played Final Fantasy VII will 
know the concept of Chocobo 
Racing where breeding and 
raising creatures leads to better 
success in the races — racing 
Chao is a similar situation. Of 
course, if you want to take part 
in the races, you'll need to have 
a Chao of your very own. 
Haven't got one? Well, you'd 
better scoot on over to page 54 
to see how to get one... 


On Your Marks... 


Okay, if you're still with us then 
you must have hatched your 
Chao ready to race. In order to 
take part, visit the Chao Garden 
in Station Square by using the 
lift inside the hotel, then run to 
the far end of the garden and 
pass through the larger set of 
double doors to enter the Chao 
Races Entry Room. Jump onto 
the large red button (marked 
‘Entry’ funnily enough) in order 
to get to the main Entry menu. 


Get Set... 


The menu has three options to 
choose from. The first is Chao 
Race and is the option that 
counts — when you select this 
you'll be entering the big races 
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for the Emblems. The next is 
Practice Race where you pit 
your Chao against ones that 
have similar abilities to your 
own and should be used to 
test just how well your Chao is 
coming along. Finally, the third 
option is Multiple Entry and 
can be used to enter more 
than one of your trained Chao 
in a race although winning here 
will not reward you with 
Emblems. To begin with, let's 
choose the Practice Race — this 
in turn brings up a selection of 
jewels that each represent a 
separate race... 


The Pearl Race 


A simple enough Ball Pushing ° 
Race. Chao have to push the 
beach ball down the course to 
the marker line before making a 
quick sprint over to the finish. 


The Amethyst Race 


The basic long-distance 
Running Race. Chao have to 
run along a winding course that 
goes from the start arena along 
a clifftop before finally leading 
up the mountainside to the 
finish. There is a split in the 
course that some Chao may 
choose to take — this alternate 
path leads to a short flight 
down to a pool that must be 
crossed by swimming. 





[1] This is the Chao Race Entry Room — 
just jump on the big red button to begin! 
[2] To enter a race, simply select one of 
your favourite Chao from the various 
gardens... [3] ...and then pick a race 
for him to compete in. Easy as pie! [4} Of 
course, winning a race isn’t quite so 
simple. In this race, we've finished in 
last place! 
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The Sapphire Race 


Tests a variety of Chao abilities 
to a moderate degree. Chao 
must run down a long straight 
that has a few rises in it before 
making a brief climb up a 
cliffside. Another run along the 
clifftop leads to a flight down 
into the lake below, meaning 
some distance must be covered 
through swimming in order to 
make it to the finish. 


The Ruby Race 


The 100m Freestyle Race. 
Besides a brief run from the 
start and to the finish, this race 
tests nothing but the swimming 
abilities of your Chao. A good 
break away from the blocks will 
mean that the problems of 
overtaking in water won't apply 
to your racer. 


1:00:00 +#+#4% 
100:00" Pear, 
100:00" #e*tun 


If you manage to win all of 
these races in Chao Race, a fifth 
special race will open up in 
both the Practice and Chao 
Race menus that will prove 
rather tough to become the 
champion of... 


The Emerald Race 


The ultimate Steeplechase. 
Chao will first have to run down 
a straight and use strength to 
shake a coconut down from a 
tree which must then be eaten. 
A long run up the mountainside 
follows that leads down a long, 
hilly straight up to a cliffside 
that must be climbed. Another 
long run is followed by a brief 
flight down into the water 
where a long final swim leads 
over to the finish. Phew! 

For now, let’s just choose the 
simple Pearl Race and watch 





how our new Chao does. Once 
you've chosen your race, yOu 
must select your racing Chao — 
the four symbols on the screen 
represent the different areas 
where Chao can be kept, from 
the VMS in your controller to the 
three Chao Gardens in Station 
Square, Mystic Ruin and the Egg 
Carrier respectively. Move the 
cursor to the place where your 
Chao is resting and press A to 
bring up the list of Chao in that 
area. Select the Chao that you 
wish to race and press A before 
confirming your choice by 
pressing A again on the red 
button. Let the race begin! 


So, how did your Chao do in the 
race? Pretty badly, huh? Well, if 
he got absolutely pummelled it’s 
probably because you haven't 
y 
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trained him enough to make his 
abilities stronger. Usually, the 
abilities OF a Chao have to be in 
excess of 300 points in each 
relevant field to have any chance 
of success — for example, both 
Strength and Running are 
needed to win in the Pearl Race 
while Swimming and Flying are 
redundant. The way to improve 
their abilities is to train them — 
check back to page xxx and get 
some practice in! 


Try, Try Again 

Okay, So you've trained for a bit 
and think your Chao is a pretty 
competent all-rounder now — 
there’s a chance you might 
actually win some races. Enter 
your favourite Chao in the basic 
Pearl Race (make sure you've 
given it a name so you can tell 
which one he is!) and then head 
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for the starting grid. Now that 
you're ready to race, it’s 
important to know a few things 
that can happen while the event 
is underway. 


Watch Them Go! 


IF you're interested in the 
progress of a particular Chao in 
a race, you can watch how 
they're doing without the need 
for special binoculars. Instead, 
check out the side of the screen 
to see the current rankings of 
the race. See the-arrow by the 
side of the rankings? This points 
to the Chao that you're 
currently following — by 

pressing Left or Right on the D- 
Pad, you can cycle through the 
numbers until you find the racer 
that you want to watch. IF you 
fancy a wide view of the action, 
push Down on the D-Pad while 
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pushing Up on the D-Pad 
moves you in for a closer look, 
like a helmet camera only not! 


Cheer For Your Man! 


While shouting at the screen 
probably won't help your Chao 
much when he’s trying to race, 
you can do the next best thing 
and urge him on to win. Every 
so often in the race, you'll hear 
a twinkling noise and a white 
sparkle will appear around one 
of the Chao — it’s usually one 
that isn’t doing so well although 
others have been known to 
receive such treatment. IF you're 
currently focusing on a different 
Chao, the camera will move to 
show you the Chao with the 
sparkle. At this point, you can 
hold down the A button to give 
that particular Chao a quick 
boost of speed — the quicker 
you press it after the noise, the 
longer the boost will last. If this 
is your Chao then press that 
button as quickly as you can! Of 
course, it probably isn’t a good 
idea to help out your little 
fella’s opponents so try to 
make sure it’s a Chao that you 
want to do well! 








* If you manage to win all five 

races and earn the emblems, 

you'll be in a treat the next 

time you race. Put you Chao in 

for another challenge and you'll ; 22 

find that among the pack is a mysterious black Chao that acts 
very lazy and sits around at the start line. When the race begins, 
all the Chao will sprint away to try and win... except for the 
black Chao, who just lies there having a snooze! Is he mad? Is he 
ready for the knacker’s yard? Well, not quite — you see, just 
when you think you’ve got the race won, he'll leave the blocks 
and come running after you faster than Linford Christie! He runs 
faster like Sonic, flies like Tails, climbs like Knuckles and swims 
like... well, something that swims very fast. Check him out 
‘cause he’s the racing animal and no mistake! 
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One of the most enjoyable parts 
of Sonic Adventure has to be 
something that you don’t even 
have to attempt to finish the 
game — Chao Breeding! You 
might think it sounds boring and 
unnecessary but once you've 
started raising your own little 
creature that runs, jumps and 
even beckons to be hugged you 
won't be able to resist! We've 
laid out everything you'll ever 
need to know about bringing up 
your own little Chao so grab that 
pram and let’s get breeding! 


A Spot Of Gardening 


The only place that you'll come 
into contact with Chao is within 
the confines of the Chao 
Gardens — a special haven where 
the cute creatures can grow and 
live in peace. There are three of 
these gardens, each one 
accessible through a different 
area of the game. Thankfully, 
each garden contains two 
teleporters that individually 
become active once you've 
visited at least two different 
gardens — they allow you to jump 
and transport items between 
gardens without having to go 
running through the rest of the 
game. It’s important to know the 
locations of the gardens so that 
you can take the quickest route 
through the game, collecting 
what you need to make your 
Chao big and strong! 


Station Square 
Chao Garden 


Go inside Sonic’s hotel and 
walk over to the lifts between 
the Emerald Coast and 
Casinopolis sliding doors. When 























Jump in the minecart to the left of Tails’ house to find the Mystic Ruins Garden. 
[2] If you can spell EGGMAN correctly, you'll gain access to the Egg Carrier Garden. 


you stand in front of the left- 
hand lift, the doors will open 
and you can use it to ride up to 
the garden on the second floor. 


Mystic Ruins 
Chao Garten 


Run to the left of the stairs 
leading up to Tails’ house in the 
main area of Mystic Ruin to find 
the small cave where the Egg 
Bomb sits during Knuckles’ 
adventure. Jump into the mine 
cart at the end of the cavern and 
you'll ride through the gates into 
the garden on the other side. 
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Egg Carrier 
Chao Garden 


Get into the main chamber of 
the Egg Carrier by means of the 
arge golden pod in the middle 
of the top deck. When you get 
there, turn around and run up 
the stairs to find a door at the 
top with large yellow pads set 
into the floor with letters on 
them. Use your character to 
jump on the pads and spell out 
‘EGGMAN’ to open the door 
before going inside and 
stepping into the teleporter to 
enter the garden. 








The Great Egg Race 


IF you're going to do any Chao 
raising, the first thing that you'll 
need isn’t a pack of nappies or 
the latest book on breathing 
exercises — it's an egg. The basic 
Chao eggs look like Easter Eggs 
with blue spots and a yellow 
cap and several can be found 
scattered throughout the various 
Chao Gardens. However, there 
are special ‘rare’ Chao Eggs that 
can be used to raise pedigree 
breeds of Chao — if you can find 
them, you can create some real 
beauties! In order of 
importance, here they are... 


The ‘Evil’ Chao Egg 


Essential for creating Chao who 
ook like they’re a little bit 
naughty, the Evil Egg can only 
be found in the Egg Carrier 
well, there's a surprise!). Head 
for the prison cells where Amy 
Rose was being held captive 
during her adventure and jump 
on the button nearest the door 
to open the first cell. Inside 
here is the egg — the fact that 
it’s black with nasty red spots 
just tells you there’s something 
not quite right about it! 

















The Silver Chao Egg 


Considering they're supposed 
to be rare, Silver Eggs are very 
easy to come by and you can 
produce as many as you need 





to breed your Chao. Go to the 
small lake opposite Tails’ 
house in Mystic Ruin and run 
to the right-hand side of the 
water level. There’s a little 
platform there that moves into 
the cliff as you approach it - 
this causes a Silver Egg to be 
spat out of the vent high 
above the lake into the water 
below. Now all you have to do 
is wait until it floats to the 
shore of the lake near you to 
collect it and take it to the 
nearest Chao Garden. 


The Gold Chao Egg 


Go to the area where Sonic first 
fought Chaos Zero in Station 
Square and look through the 
window of the Antique Shop. 
See that shiny stone on the 
pedestal? That’s the Gold Chao 
Egg! Trouble is, every time you 
try to pick it up the shop 
alarms go off and lock you 
inside! How do you get it? Well, 
anyone who's ever seen Raiders 
Of The Lost Ark will know this 
one. In the area outside the 
building at the end of the street 
is a egg-shaped rock hiding in 
the grass. Pick it up and take it 
into the shop, dropping it near 
the Gold Egg. Take the Gold 
Egg away and then place the 
egg-shaped rock on the 
pedestal, releasing the alarms 














and letting you get away with 
the prize! What we don't 
understand is why the shop 
owner just stands there 
watching you steal his 


property... 


Congratulations, 
It's A Boy! 


Before you can even begin to 
go into the advanced stages of 
raising your Chao to be the 
creature you want it to be, . 
you're going to need to know 
quite a few basics about 
looking after the little darlings. 
Use these tips at every 
opportunity when you're not 
either playing the main game or 
trying anything important to 
your Chao — not only will they 
help it grow up big and strong 
but you'll keep it happy too! 





Hatching The Egg 


In order to begin raising your 
Chao, you'll need to get him 
out of the egg that you want to 
raise him from. There are two 
ways to hatch an egg, each of 
which has its own results. You 
can either pick up the egg and 
then throw it across the room 
or shake it by holding the Y 
button as you grab it and 
pressing a direction on the stick 
before putting it back down. 
While the first option seems to 
produce slightly livelier Chao, 
the second gives you a creature 
with a milder temperament so 
it’s all down to the type of 
personality you want your Chao 
to have! 


Give Him A Stroke 


IF you want to move your Chao 
around the garden you're in or 
from one garden to another, 
stand directly in Front of him 
and press the Y button to pick 
him up — this is the best way to 
avoid hurting the creature as all 
the other buttons activate an 
attack that could kill your 
Chao! If you fancy giving him a 


bit of a cuddle to cheer him 
up, hold down the Y button as 
you pick him up and then press 
any direction on the stick. Your 
character will hold the Chao up 
and rub him against its face, 
making him feel very happy 
indeed! Now let’s just hope 
that you've had a Tetnus jab in 
the last few years... 


Feeding Time 


n each of the Chao Gardens 
are several large palm-like trees 
that slowly grow coconuts as 
time goes by. By walking up to 
one of the trees and holding 
the Y button, you can grab 
hold of the trunk before 
pushing and holding any 
direction on the stick to shake 
the tree for all your worth. 
Eventually, the tree will give up 
two coconuts — if you want 











boa) = 





Pie ask | 


more you'll need to move to 
another tree or wait for them 
to grow back. Now, pick up the 
coconut with the Y button and 
walk over to the Chao that 
needs feeding. When you touch 
the Chao with the food, he will 
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take it from you and begin 
eating until it’s all gone! 
Feeding Chao is essential to 
help them regain strength, 
cheer up or fall asleep... in 
Fact, pretty much everything 
that a Chao does! 


Save The Chao! 


Whatever you do, DON'T attack 
your Chao ever! Not only will it 
seriously upset them but if you 
do it enough, they'll curl up 
into an egg and die! Anything 
that counts as an attack — 
invincibility, jumping, hammer 
strikes and so on — will do your 
Chao serious harm and could 
have damaging side effects. 
Even something as silly as 
dropping coconuts on their 
heads while shaking the trees 
can have a permanent effect on 
them so be careful when 
handling them please! 

















comtinued> 


Issue 1 | Dreamcast Solutions | 55 





nti nue 


Know Your Chao 


Of course, the best way to 
know what your new best 
friend wants is to listen to 
him... or at least look at the 
way it’s reacting to the 
surroundings. The expression 
on its face, a symbol above its 
head or even the noises it 
makes are all relevant to the 
feelings of your Chao — pay 
attention to them and you'll be 
able to understand exactly what 
they want! 


The Blank Look 


Don't panic if your Chao doesn't 
have anything besides a small 
dot hanging over it — this 
doesn't mean that you've done 
something bad, your Chao just 
isn’t thinking anything in 
particular. IF at all possible, try 
to change this by playing with it 
or feeding it coconuts. 


















The Thinker 


If a large question mark begins 
to hover above the head of any 
Chao, it’s because your little 
friend is considering what to do 
next — can’t you tell from the 
look of deep thought on its 
face? After a short time, it will 
do something so just sit back 
and watch what happens. 


Happy Happy 
Joy Joy 


Any Chao with a large heart 
above its head is happy to 

the point of bursting. It 

might be the fact that you've 
just done something nice for it 
like Feeding or petting, or it 
might just be happy in general. 
Either way, this is a good thing 
so make sure it stays that way! 
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Surprise! 


An exclamation mark above the 
head of a Chao can be taken in 
one of two ways so you'll have 
to judge it just right. Either the 
Chao has been startled by 

something and might become 








unhappy or it has spotted 
something that it wants, in 
which case you should give it 
to him. Usually in the latter 
case, the Chao will also be 
holding its arms out and 
waving them in your direction 
to get your attention! 














Sourpuss, 
Grumpyface 


Spot a Chao with a large 
tornado swirl over its head and 
it's time to do some major 
apologising — you see, you've 
clearly done something to upset 
the poor creature and now he's 
unhappy with you. The best cure 
for this is a hefty dose of 
coconuts and cuddles if you 
want to get back in his good 
books. Of course, if you let him 
sulk then eventually he'll lie on 
the ground, kicking and 
screaming his little lungs out! 
You'll be spending a lot of 
quality time together if you want 
to win back his affections now. 





Sleepyhead 


A yawning Chao is a tired Chao 
so you'll want to put him to 
bed to get some rest. Funnily 
enough, picking up the Chao 
and trying to rock it to sleep 
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only seems to make them more 
awake so don't do it! Instead, 
the best thing for a sleepy Chao 
is coconuts — just like it seems 
to be for every other situation! 
Just feed him a couple to send 
your buddy into Dreamland for 
a short while. 


Special Action 


There are absolutely tons of 
special actions that your Chao 
can perform at anytime, ranging 
from dancing and singing, 
playing a variety of musical 
instruments or even drawing a 
picture on the ground! These 
actions are all determined by 
the different kinds of animals 
that are merged with the Chao 
as you raise it — if you want him 
to do something in particular, 
you'd better go find the right 
kind of animals hadn't you? 


Talk To The Animals 


* As you make your way through the main game of Sonic 
Adventure, you'll notice that when you kill enemies or reach the 
large metal plunger at the end of some of the levels, animals of 
different species appear. By walking over these animals you can add 
them to your collection displayed at the bottom of the screen, 
although you can only hold up to ten animals at a time. You might 
think they’re only for show but in actual fact they come in rather 
handy when trying to breed your own individual Chao... 

As you can tell when looking at your collection of animals at the bottom of the screen, some 
animals have different colours around them than others. This is because each animal represents a 
different ability that is possessed by your Chao and will effect it in different ways when you ‘feed’ 
the animal to it. To combine the animals that you have saved with the Chao of your choice, visit the 
Chao Garden with your developing Chao in it - when you enter, all the saved animals will leave you 
and run around on their own. Make sure you know which Chao you want to combine with which 
animal and then simply pick up the animal with the Y button before holding it in front of your 
chosen Chao. It will take it from you, hug it and make an approving sound before putting it down — 
the animal will soon disappear and your Chao will have gained not only points to add to the 
relevant ability but also some of the physical appearance of that animal. 

The chart shows you exactly which animals relate to which ability as well as how many have to 
be combined with your Chao for there to be any effect. We've also listed the personal traits that 
each animal may grant to your Chao once you've given it enough of them — leave the Chao alone for 
a while and it’ll begin doing it’s own thing, which is half the fun of breeding the little darlings! 
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Animal 
Penguin 
Seal 
Otter 
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Animal 
Parrot 
Peacock 
Swallow 
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Animal 
ncleleli 
Kangaroo 
Deer 


Animal 
Lion 
Elephant 
Gorilla 
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Animal 
Skunk 
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Koala Bear 
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Effect on ability 

+1pt for every three given 
+1pt for every three given 
+2pts for every four given 


Effect on ability 

+1pt for every two given 
+1pt for every two given 
+2pts for every four given 


Effect on ability 

+1pt for every two given 
+1pt for every two given 
+2pts for every four given 
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Effect on ability 


+1pt for every three given 
+1pt for every three given 
+2pts for every four given 


Effect on ability 


+10pt after a random amount are given 
+10pt after a random amount are given 
+10pt after a random amount are given 
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Relevant Ability — Swimming 

Effects on Evolved Chao Appearance: 
Long hanging spike from back of head, 
turns yellow with green markings. 


Personal trait 

Practices ice-skating 

Tries a little disco dancing! 

Does the backstroke when in water 


i tat hitt 
Relevant Ability — Flying 
Effects on Evolved Chao Appearance: 


Two long spikes hang from back of 
head, turns purple. 


Personal trait 

Sings to itself 

Lays down and poses 
Spins round on the spot 
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Relevant Ability — Running 

Effects on Evolved Chao Appearance: 

Grows spikes down back of body, 

turns blue... looks like Sonic, don’t you think? 


Personal trait 

Does forward somersaults 
Practices shadow boxing 
Skips about the place 


Relevant Ability — Strength 
Effects on Evolved Chao Appearance: 
Grows horns and a tail, turns crimson. 


Personal trait 
Grooms itself 
Scoots around waving its arms 
Bangs a drum 


Se osneh Geena 
olan Be BOR Ly 
Relevant Ability - Random between all four abilities 
Effects on Evolved Chao Appearance: 


Random between the above four appearances. 


Personal trait 

Draws pictures on the ground 
Digs with a spade 

Plays a trumpet 
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parts about raising your Chao is = downloading your Chao into the 
that in order for it to thrive and = VMS unit, you can take it 
be the best that it can be, you'll anywhere with you and lead it 
need to do more than just look —_ along on quests to build up its quest. We've given you a chart Fi 

after itin the Chao abilities, fight other Chao and Work, Rest And Play to show exactly what ability Be My Guide 
Gardens. There’s even meet Sonic and his Once you've placed the Chao in each stage requires you Chao To start your Chao off on his 
also the chance friends! The important thing to your VMS, it’s time to start to do — however, being quest, get your VMS into Game 
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to take your remember is that if you want a them on their quest! The object — proficient in that particular ode by pressing the Mode 
little friend for top-rating Chao, you'll need to of the game Is to help your ability doesn’t mean that the button until an Ace of Spades’ 
walks in the do this kind of raising quite a Chao develop its abilities as it stage of the quest will end any appears and then hit the A 
country, bit. Are you ready for some makes its way along a route of sooner. Along some of the button. Once the title screen 
down to the handheld fun? Then follow us quest stages — there are fifteen routes, he'll even get to meet appears, press the A and B 
pub or even —as we take you through the in total to choose from but one of Sonic's friends or maybe —_ buttons together and you're off 
to bed at basic ins and outs of Chao only five are used in each even the blue wonder himself! on the adventure of a lifetime 


night thanks raising, VMS style... 


Put It In, Take tt Out 





* The first thing you'll need to know is how to actually 
download your Chao into a VMS. This is done through the Chao 
Gardens and if you follow these simple steps, you'll have a 
miniature version of the Chao in no time at all. 





Make sure that you’ve Choose the Chao you 2 , : 

got a VMS inserted into want to place inside the | 

the pad of your VMS and pick him up Take a walk through the city... 
Dreamcast that has over 128 with the Y button. Carry him -- OF 00 fora stroll along the sand 
blocks of memory spare on it over to the strange controller- on the beach. Don't forget your 
— that’s virtually the whole shaped pedestal placed inside water hottle when going through the 
thing! If there isn’t enough the Chao Garden and stand on é desert! [4] As you give more animals to 
room, you won’t be able to the large red button at the your Chao, it’ll evolve — you can see 
put a Chao onto the VMS so front. Now place your Chao r this even on the VMS screen! 
you may have to delete some down so that it sits on the # [5] Wondering what to do? Then try a 
files to fit him in. small trapdoor in front of you. ¥ 











Chao Quest — it’s fun! 


Chao Quest Map 


oe) 


















Stage 1 








Plain 
Ability Required: 
Walking 
A screen will come up After abrief period, the [f (TA 
with the list of VMS Chao will disappear into fe : &, 
units that you can place the controller and Stage 2a Stage 2h 
the Chao into - you will have a __ reappear on your VMS - the ; __ Beach , ROPESE 
choice if more than one VMS controller pedestal will signal Ability Required: — Ability Required: 
is inserted into any of the ‘OK!’ to show that the Walking Walking 
Dreamcast pads. Select the transfer worked. You can now ii 
VMS that you'd like to play take out the VMS and play ot R 
with your Chao in and press with your Chao to your dl ey 
the A button. heart’s content! Stage 3a Stage 3h yh Stage 3c : 2 
Ocean Cliffside B Desert ah) 
% Ability Required: Ability Required: Ability Required: 
seeeine eT Swimming Climbing Flying 
Stage 4a Stage 4h Stage 4c Stage 4d 
City Desert Tree Jungle 
Ability Required: Ability Required: Ability Required: Ability Required: 
Flying Walking Climbing Walking 
Removing a Chao is a similar process — stand on the button 
of the pedestal without placing a Chao on the trapdoor = » Vi 
and a list of removable Chao will appear if any exist. ' ea) hd 
Simply choose the Chao you want to remove and then he will Stage da Stage oh Stage oC 4 r Stage sd Stage 3e ‘die 
appear in front of you shortly. Remember that this is the only Skyscraper Ocean Crystal City s _ Swamp = ve a 
way to get rid of Chao information from a VMS unit as it cannot Ability Required: Ability Required: Ability Required: Ability Required: Ability Required: 
be deleted by conventional means. Climbing Swimming Walking Swimming Flying 
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(For the Chao, anyway). Most of 
the time, you can pretty much 
leave him to his own devices as 
he walk along but at certain 
points you'll need to help him 
out of a situation — a noise will 
tell you that you have to do 
something. Here’s a guide to 
what might happen to your 
little buddy... 





IF your Chao simply stops 

walking, sits on a beach 

ball, Falls asleep or gets 
scared by something on his 
travels, he just needs a little 
encouragement to help him 
along. Press the A button to get 
him moving again. 


| If he finds a chest along 
the way, you'll have to 
make a choice out of the 
three boxes to decide what he 
gets out of it. It could be 
good, it could be bad — until 
you make the choice, you just 
won't know! 


A message may appear on 
1 the screen telling you that 

your Chao is happy, has 
done well at something in 
particular or is developing 
properly. To get past these, just 
press the A button until it 
disappears. 


| A picture of a Chao standing 

at a signpost means that 

they have reached the end 
of their current quest stage and 
must now choose a direction to 
go in. You can either make the 
choice for yourself from the 
two options on the screen or 
let the Chao choose for itself... 
although it may sometimes 
make the wrong choice! 


If a large ‘?!’ symbol appears 
on the screen, it’s time for 
a fight! When the fight 
begins, there will be a row of 
boxes along the bottom of the 
screen with the two fighting 
Chao above that as well as their 
relevant energy — your Chao is 
always on the right. The Chao 
swinging his fist is the one 
taking a turn to attack — if it’s 
your man, you've got a chance 
to hit the other guy! All of the 
, boxes will be blacked out with 
the exception of one — this 
number of clear boxes goes up 
according to the strength of the 
your Chao (if he has a strength 
of 200 or more then there will 














Fruit and Veg 


>» The main way to build up the abilities of 
your Chao inside the VMS is to feed them 
different kinds of fruit, collected through 
playing the Fruit Matching game, winning 
fights or opening chests. Each fruit gives 
the Chao a boost in a particular field and 


Ability Affected: 
Swimming (+4pts) 


Stipulations On Getting Fruit: 
None 


Cherry 
Ability Affected: 
Strength (+4pts) 


Stipulations On Getting Fruit: 
None 





Chaonut 


Ability Affected: 
All Abilities (+4pts) 


Stipulations On Getting Fruit: 
A perfect round in the Fruit Matching game 


be two clear boxes, 400 makes 
three boxes clear and so on). To 
attack you must stop the 
moving cursor over the clear 
box; get it and you'll score a hit 
but miss and you'll fall flat on 
your face. Chao take it in turns 
to attack and the last one 
standing is the winner! 








Plum 
Ability Affected: 
Flying (+4pts) 


Stipulations On Getting Fruit: 
None 


Hastnut 


Ability Affected: 


Speeds you up through your current stage 


Stipulations On Getting Fruit: 
A perfect round in the Fruit Matching game 


Ability Affected: 
Recovers all Health Points 


Stipulations On Getting Fruit: 
A perfect round in the Fruit Matching game 


Fancy A Game 
Of Cards? 


One of the sure-fire ways of 
getting goodies that you can 
use to boost your Chao abilities 
is to play the Fruit Matching 
game in the quest menu 
(brought up by pressing the A 


the more fruit you feed them, the better 
they become! Even better, any fruit left 
over after a quest is carried onto the next 
adventure and if you remove the Chao from 
the VMS while it still owns fruit, then the 
fruit will pop out with it and you can then 
feed it to other Chao! To feed your Chao a 
fruit, bring up the quest menu with the A 
button and then select the Items menu — 





Sneene 








Ability Affected: 
Running (+4pts) 


Stipulations On Getting Fruit: 


None 


Starnut 





this will give you a list of Fruits available 
that you can give to your friend. Use our 
guide to the different fruits in the game to 
help work out exactly what you need to 
feed your babies to make up for the areas 
that they’re lacking in! The stipulations tell 
you if you need to perform a special 
function to get the fruit —- however, all fruits 
can be found randomly in chests as well. 








Ability Affected: 


Lazynut 
Ability Affected: 
Makes your Chao very unhappy 


Stipulations On Getting Fruit: 
Do something bad! 


button). When you start the 
game, you'll get a brief glimpse 
of a screen containing six pairs 
of fruit in various positions. The 
screen will then go blank and 
you'll have three chances to try 
and match up the pairs by 
remembering where each of the 
different fruit were. It takes a 


Improves your punch power when fighting. 


Stipulations On Getting Fruit: 
A perfect round in the Fruit Matching game 





bit Of practice but if you can 
remember a couple of the fruits 
that look similar, you won't get 
confused between them. The 
less times you get it wrong, the 
better the prize you get but 
mess up three times and you 
won't get anything except one 
very disappointed Chao! 
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Direct from the arcade and into your front room —- 
all the fighters, all the moves and all the cheats for 
Sega’s fantastic fighting game. 











Publisher 
Developer 
Origin 
Genre 


Sega 

AM#2 
Japan 
Beat-’em-up 


two ploeyers earcede stick 


jump peck 


‘e@ Save position ~3 
Logo during play ~} 
Mini game ~} 


— 


“A masterpice 
of arcade 
conversion - 
this game will 
simply blow 





Options 


Set match variables such as 
who many rounds are needed 
to win a battle, the time limit 
for each fight, how much 
energy each character will start 
with and the difficulty of the 
CPU controlled players. This 
should be your first port of call 
when you initially start the 
game, as you'll want to set the 
option to suit your personnel 
skill level and preferences! 


Team Battle Mode 


This option separates Virtua 
Fighter 3tb on the Dreamcast, 
from its arcade counterpart. 





Here you choose three 
characters, it doesn’t matter 
which three and in fact you can 
choose the same character 
three times if you wish, and 
then you fight a tag-team style 
bout against your opponent. 


Press any of the attack buttons to choose your characters 
normal costume, to select the alternative outfit hold down the 
start button then select with an attack button. 


60 | Dreamcest Solutions | Issue 1 


You begin the fight with the 
first character you chose, then 
when they have lost all their 
energy the next character leaps 
in to fill their place. Meaning 
that even if you lose your first 
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SU? ae 
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Playing as Dural 


It is possible to play as Dural in the 
training mode of the game! To do 
this simply enter the training mode 
as normal, then press the Start, A 
and Y buttons together, this allows 
you to play as the silver Dural. To 
play as Dural in her second (gold) 
outfit, simply do the same but this 
time press Start, A and X together! 





character early you are still in 
with a great chance of winning 
the overall match! When 
selecting your characters make 
sure you know each one pretty 
well, the most important 
character of all is your last 
because if you get to the point 
where you have to use em_ you 
cannot afford to make any 
more mistakes. 


Normal Mode 


This is the standard arcade 
mode, here you choose a single 
character and then have to 
fight your way through the 
remaining opponents in the 
game. If you managed to beat 
all of the regular characters you 
get the chance to take on 


= Te eee 








er Sti 


Dural, the cyborg who bears 
more than a passing 
resemblance to the T1000 
from Terminator 2! 


Training Mode 


This option pretty much speaks 
for itself! Here you can practise 
your moves, combos throwing 
techniques and anything else 
you fancy without the worry of 
taking a real beating. The CPU 


‘opponent’ you fight against can 
be set to a difficulty level 
between 1 and 8 so you can 
tailor your training session to 
suit your own skill level. 


Vs Records 


This is where all the game 
records are stored. All the match 
statistics, character analysis and 
the like can be found here. In 
addition you can also load and 
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save this data onto your memory 
card from this menu so you can 
take it to your mate’s house and 
show him just how good you 
really are! 


History 


Here you'll be presented with 
movies that are related to VF 
3tb. For example, you can 
choose to watch a movie on 
the history of the game, and 
once you've completed the 
arcade mode you'll also be able 
to view the ending movie at 
any time in the future. 


Playing as the Alphabet Man 


CONTROL YOUR 
CHARACTER 


Note: The moves assume your opponent is to the right 


Throughout this guide you 
will see phrases such as DB, 
f+P. Here we explain what 
they mean and how to use 
the huge move lists provided. 


f Push forward on the joypad 

d Push down on the joypad 

b Push back on the joypad 

u- Push up on the joypad 
df Push down & forward on the joypad 
db Push down & back on the joypad 
uf Push up & forward on the joypad 
ub Push up & back on the joypad 


Note: Lower case letters means to TAP the joypad in the 
direction indicated, whilst upper case letters means HOLD the 
joypad in the direction indicated. The only exception are the 
four actions below... 


HEY oMdatem elite pmoletaceyy) 
Tap the kick button 

Tap the guard button 
Tap the move button 


So for example... ‘F, dF+P’ would mean first hold the D-pad 
forward, then move it to the down & forward position while 
tapping the punch button. 


Button Configuration 


It is possible to set the Dreamcast control pad up to your own 
personnel preference, you can set punch, kick, guard and move 
to any of the buttons on the joypad! The trick here is to find a 
set-up you like and then stick to it, there is no point changing 
the button set-up each time you play as you'll simply forget 
which button performs which move! 


To play as the ‘Alphabet Man’ go into the normal mode of the game and 
then while on the character selection screen go to Akira and press the 
Start button. Now go to Lion and once again tap Start, now finally go to 
Pai and press Start once. With this done select any 

character with the normal attack button to access him. 
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Knee Chon 
+P 


This impressive move 
causes a great deal of 
damage to your 
opponent. lt is easy to 
perform and lightning 
fast so it can be used 
at long range, keeping 
you out of trouble. The 
Knee Chop is best used 
as a surprise strike if 
you get caught in close 
sale a big foe. 
# SERRE BEES 


- Attack Reversal 
{+P+K 


Reversal attacks are 

aa) eke}aaclaleme-larom vita) 
Aoi’s speed they can be 
ro(<F Tol AWAVal dca olsieomal=ia) 
(0) 0] ai Kol=mu (or |ofo)e | wal wo) 
launch a strike and use 
this against them. Use 
this move from the 

ColU| 1] mmo) ml oy-|ag (=Br-1ao| 
you'll have your 

fo} 0) ofe) a=) alamo) pi gt =m of= [el 
Foot from the start. 
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comm. ama ei 


SARAH SI So 


fh, hy 
Date of Birth 

Sex 

Nationality 

Height 

Weight 

Occupation 


Blood Type 
Hobby 
Fighting Style 


N= aT 


14 March 1979 
Female 
Japanese 
Unknown 
Unknown 


Martial Arts 
Teacher 


A 
Ikebana 
Aiki Ju-Jutsu 


, Aoi was a new 

* addition to the Virtua 
Fighter roster in the third 
instalment but her history 
and background have 
many connections with 
this great tournament. Her 
father and Akira’s father are 
old friends, and Aoi has 
trained with Akira on many 
occasions. She is therefore 


more than ready for her debut 
in the VF3 tournament. 

Aoi is one of the faster 
characters of the game, in very 
much the same mould as Pai 
Chan or Sarah Bryant. 
Therefore she has excellent 
speed, great combo ability, but 
little in the way of power, and 
this reflected in her attacks. If 
you have played as Pai or Sarah 


> Aol is the lightest character 
in Virtua Fighter 3tb and has 
the fastest dodge so you can 
avoid opponent’s moves with 
ease - well, with practice! 


in previous VF games you'll 
have a fair idea of what to 
expect, and more importantly 
how you should approach 


Joint Smasher 
D, f+P+G 


This is another great 
throw that sees Aoi 
grab her opponents arm 
then thrust her fist into 
the underarm area, 
smashing the joint in 
the process. The best 


_ thing about throwing 


attacks is that they 
can’t be blocked, even if 
the opponent knows 
it’s coming! 

ae 
j a; FY oe, 
Lite We sete 
foe’ & 
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This is a power move 
and has the advantage 
of being Fast moving 
and very easy to 
perform. The best time 
to use this attack is 
when your opponent 
has been unsuccessful 
after an attack, block 
the on-coming move 
then nail them with the 
Elbow to this head! 


aprmeerenee |B 5 


; 
ne tet 


Double Blow 
Follow-up 
P,P.{+P 


This move does pretty 
much what it says on 
the tin, Aoi will attack 
with two powerful 
crunching attacks 
before following this up 
with a third attack for a 
devastating triple hit 
combo that can really 
put an opponent in 
trouble. 


CPR RTE ¢ c ... 


rer 


Wane : 


Basic Throw 
P+6 


This throw is the 
easiest of Aoi’s throws 
and for this reason it 
should be the one you 
go to when you have 
little time or energy to 
use a more powerful 
attack. It drains a small 
amount of energy but it 
leaves your foe 
grounded and an easy 
target for punches. 


i. \e 


Pas 





PRESS START BUTTON 


Vs a 
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General Attacks ‘Method = 
Low Punch d+P 
Punch P 
Low Kick d+K 
Swinger d+K+G 
Flying Elbow Daditk 
Elbow Smash F+P 
Twin Punching Kick fe aieakk 
Triple Punch into Sweep Re Pedcb Kk 
Double Elbow Spiral f-eRAR 
Elbow Spiral facts 
Groin Basher F+K 
Leaping Knee F+KK 
Moving Side Smash df+K+M 
Axe Hand Chop df+P 
Shin Smash do+K 
Double Blow Rap 
Punch, kick Combo Ras 
Fake Crouch Punch dvdr 
Double Blow Follow-up PPELP 
Four Hit Death PAPE PeP 
Triple Punch i 
Being very light on her feet, Aoi can twist and turn around opponents and deliver ee hunts Groin Smash pags K 
moves hefore they've had time to breathe! [2] For a small competitor she has some Moving Punch P+M 
immense power hidden away in her arms and legs! Side-on-Smash P+K 
Twin Side-on-Smash PKR 
playing as Aoi! Use fast attacks characters like Jeffery and Wolf! Se ky ee i P 
; uper Spiral aneee 
that chip away at your IF you get to close to these Sain hea pach epee 
opponent's energy rather than guys the battle is going to be Flick Kick K 
trying to slug it out at close over pretty fast, instead stay Panda Drop Usp 
range, this is even more back and use fast attacks to Ground Slice f+P 
important when fighting frustrate them, this method FNGK, Kick Compo we 
: nel Flick kick Evade K+M 
against the games bigger can prove very effective indeed. Knee Chop d+P 
Mid air kick Reversal ub+P+K 
i i Reverse Panda Dro U+P 
Axe Hand Chop Double Elbow Moving Side Panda Drop Falling Log chop b b4PLK 
tf+P Spiral f+P,P Smash tf+K+M U+P Neck Chop b.D+P 
ie Double Low Blow b, 6+Pd+P 
This is another punch This is the power This move is perfect for The Panda Drop may Super Axe Hand Chop F+P+K 
attack that’s easy to version of the Elbow fighting against the sound like a throwing Attack Reversal F+P+K 
perform in a tight Spiral, instead of just lightning Fast Pai and technique but is 
situation, which makes one spinning elbow can be used to really actually a leapin . 
it great for both close smashing in the face, atl Come) om Collie punch attack Khe Throwing VET ‘Method =| 
in and medium range Aoi’s opponent is opponent. As they proves to be both Basic Throw P+G 
attacks. Aoi uses the Velo) (fel d=Lo Ml wo alto) move in for an attack powerful, fast and best Joint Smasher D, f+P+G 
Loy- ol eo) wa at =) auar-lire ime) lightning fast attacks simply use this move to of all easy to perform. Circular Throw d, F+P+G 
smash her opponent’s that drain loads of avoid the in coming This move is good for Grounded Throw df+P+G 
face, knocking them to energy. This move attack and launch a surprising a foe as the Ground Takedown d+P+K+G 
the ground in a single works from medium or counter strike of your sheer speed makes it Hair Drag db+P+G 
attack. short range. own, simple yet deadly. tough to block. Reverse Throw P+G 
; wee: 0 we — PON SE a a (Can only be performed behind opponent) 
Se og ie PC ; Level 6 Obi Throw b+P+G 
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, Akira won the second 
.” VF tournament and 
after his success he 
returned to his homeland 
to tell his friends, and 
more importantly his father 
the news. Unfortunately his 
father’s reaction was not what 
he expected, the old man tells 
his son that the hard work is 
only just beginning and he must 
start training for the next 
tournament! 


Akira’s fighting style, as you'd 
expect, is identical to previous 
Virtua Fighter games. He relies 
on fast counterattacks that 
punish opponents who make 
mistakes, rather than ‘taking the 
fight to his foe’! While this is a 
very entertaining style of battle 





Akira YUKI 


Date of Birth | 23 September 
1968 


Male 
Japanese 
1.80m 
79kg 


Kung Fu 
Teacher 


O 
Kung Fu 
Hakkyoku-ken 


Sex 
Nationality 
Height 
Weight 
Occupation 


Blood Type 
Hobby 
Fighting Style 















1 Any Reversal 
Attack 


As a general strategy 
throughout playing the 
game with Akira, you 
should remember than 
when carrying out 
reversal attacks you 
must first anticipate 
when your foe is about 
to launch a strike, then 
use this attack against 
him. You'll then be very 
difficult to beat. 















Palm Lunge 
D, {+P 

This attack is a great 
counter strike as it’s 
Fast and extremely easy 
to perform. Delivered 
well this can knock 
your foe to the ground, 
which sets them up for 
a follow-up attack. This 
move Is best used 
directly after an 
opponent has failed to 
connect with an attack. 









5 Grounded Fist 
Assault u+P 


When any opponent is 


h ST 

Leaping Kick 

lal lf ld 

f, f+K/f, f+K, k 
The double version of 
this move could be 
Akira’s signature move. 
It is the one that all 
Akira players must 
know and be able to 
perform. It scores huge 
EVasvolelala-me) me t-laat-y:<=me- lao) 
it knocks your 
opponent to the 
ground. 





Palm Stunner 
3 P+K+G 
This Palm Stunner move 
is similar to the Palm 
Lunge, but rather than 
knocking a foe to the 
ground this move will 
momentarily stun them, 
giving you the chance 
to follow up with a big 
attack for huge 
amounts of damage! 
It’s also quite easy to 
perform. 





























you should always 
follow up with a 
ground punch attack. 
This move basically 
constitutes free 
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even if they know its 
coming! 
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knocked to the ground 


damage as a ground foe 


cannot avoid the attack, 


to watch it means that from the 
human players point of view 
Akira can be a difficult character 
to master. When playing as Akira 
you must learn how to block 
skilfully and then strike on the 
counterattack, this requires 
precise timing, co-ordination and 
a knowledge of his attacking 
moves. Start by perfecting your 
blocking abilities, as this will 
form the solid defence you'll 














Punch-Kick 
Combo P,K 


This is a basic chain of 
attacks but nonetheless 
proves to be very useful 
in a close battle. The 
punch, kick combo is 
fast and while it 
doesn’t incur huge 
amounts of damage it 
does knock you 
opponent back setting 
then up for a more 
potent strike. 






























need to play the waiting game. 
With this done its time to start 
practising, and perfecting the 
counterattacking moves you 
need to punish you opponents. 
The road to becoming an expert 
Akira player is a long and tough 
one, however once you have 


mastered this character you'll be 


tough to beat. 


Moving Elbow 
{+P 


This is one of the best 
moves in Akira’s 
fighting arsenal, it is 
fast and powerful plus 
it has the added 
advantage of being very 
easy to perform! If you 
see even a small 
opening then this is the 
move to capitalise on 
your opponent's 
mistake. 


‘a information> 


*TF you want a strong 


character, then they don’t 
come much tougher than 
Akira. As a result, he is one 
of the most challenging too! 


Floor Throw and 
Follow-up P+G 


This throw is the 
easiest of all Akira’s 
throwing techniques 
elite myatelel Come] 
mastered. IF you are up 
close you don’t want to 
be fiddling around 
trying to pull off tough 
moves, as a missed 
attack at this range 
means a certain 
counter strike. 


wots 





Low Sween 
Knockdown 
D+K 


Sweeping attacks are 
the ‘bread and butter’ 
of any good beat-’em- 
up player’s attacking 
arsenal. The sweep is 
fast and a follow up 
attack is possible. For 
the best results you 
should mix up the 
sweeps with lots of 
high punching attacks. 


Advancing 
Throw 
ib+P+G 


The second 
recommended throw is 
tricky, but it is powerful 
EValoMarctmatom-loN cll bt) 
of an extended range. 
Because Akira lunges 
forward when 
performing this move 
you can execute it from 
up to a step-and-a- 
half away. 





TT 19 
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it will take you some time to master Akira’s moves, but his strength 
Akira’s main weakness lies in a 


and power will make it worthwhile. 





ee a ee | 


mediocre selection of rising attacks — keep him on top! 


Set ES ee 





General Attacks 


Low Kick 

High Kick 

Low Sweep Knockdown 
Low Punch 

Groin Blow 

High Punch 


(can be repeated for multiple punch attack) 
Punch-Kick Combo 
Sliding Elbow 

Power Elbow 

Palm Lunge 

Rising Uppercut 

Twin Palm Lunge 
Body Smasher 
Moving Elbow 
Shoulder Smash 
Break Stance 

Palm Stunner 

Low Leg kick 

Single Leaping Kick 
Double Leaping Kick 
Moving Side Strike 
Rising Knee 

Medium Spear 
Medium Spear, Sliding Elbow 
Evading Punch 
Grounded Fist Assault 
Lunge Attack Reverse 
Punch or Kick Reverse 
Low Kick Reverse 
Medium Kick Reverse 


Throwing Attacks 


Floor Throw and Follow-up 
Stumbling Throw 

Fade in/out 

Water Fall 

Body Blow 

Chest Body Smash 


Fave Finisher 
(standing behind opponent only) 


Advancing Throw 








d+K 
Tap K 
D+K 
d+P 
D+P 
Tap P 


PK 

f, F+P 

Ff. fF, F+P 
D, f+P 
df, df+P 
Da bviiceP 
b, fF, F#P+K 
F+P 

D, f+P+K 
d+P+G 
P+K+G 
df+K 

f, F+K 

fF, F+K, K 
df+K+M 
K+G+K 
df+K+G 
df+K+G, f+P 
P+M 
u+P 
db+P+K 
b+P+K 
d+P+K 
db+P+K 


P+G 

b, d+P+G 
do, f+P+G 
b, fF+P+G 
b, df+P+G 
df+P+G 
P+G 


do+P+G 
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cky Bryant 


+, Jacky was not really brainwashed sister and Jacky was one of the most 
.” interested in winning then help her recover her powerful characters in Virtua 
the second VF tournament, memories. Although he was Fighter 2, and once again his 
instead he had his own successful in the first part of his © combination of speed and 
quest; to rescue his quest, his attempt to recover power make him a force to be 

Sarah's mind lead to her losing reckoned with in the third 

her memory completely and 

this causes Jacky to grow apart 

from his sibling. On hearing 

that Sarah is going to enter the 

third tournament he decides to 

Follow her. 


















Dreameast 


Jacky Brusnmt 





Date of Birth | 28 August 1970 
Sex | Male 
Nationality | American 
Height | 1.82m 
Weight | 75kg 
Occupation | Indy Car racer 
Blood Type | A 
Hobby | Training 
Fighting Style | Jeet Kune Do 














































Knuckle Follow- 
up 


The Knuckle as a stand- 
alone move is powerful, 
but when you follow 
this up with a second 
attack it becomes 
deadly. Use it to punish 
lalme) 9) fo) at lal ume) am aat= 
counterattack as this 
raises the chance of 
your move being 
unblockable and gives 
you the true damage. 

















fi Head Meets 
Ground 


This throw is probably 
the best in the game 
for three very good 
reasons; it’s fast, it’s 
damaging and it’s 
easy to perform. Use 
this if you find 
yourself at close 
range and want to 
surprise your 
Opponent with an 
easy knock down. 


9 hae Heel 3 Clothesline h Jah Into Sweep 







This kick is similar to 
the sliding kick that 
Sarah can perform and 
with Jacky’s increased 
power the move is even 
more powerful. A 
skilful player can use 
this excellent move to 
EM fo) (olt- lames ateto) sali aysy 
attack, then land an 
(fale) CoYel ¢-1o) (Mali moda Maal =) 
counterattack. 


This move is similar to 
the move that the 
wrestler Wolf 
Hawkfield can utilise; 
Jacky’s clothesline may 
not be quite as 
powerful but its fast 
EVole ime: |0c\--ar- i (ol ae) g 
damage. This move 
also has the advantage 
of being very easy to 
perform. 


With Jacky’s speed and 
strength sweeping 
attacks are deadly! For 
best results you should 
mix up sweeps with 
high punching attacks, 
your opponent will 
never know when the 
flow attack is coming 
and nine times out of 
ten he won't have a 
LiXo) of Wo) mj wo} oo) ia hoa La 


This move is perfect for 
making use of Jacky’s 
excellent speed, and 
can be used to shake up 
your opponent if they 
are pushing you toward 
a ‘ring out’. As they 
start to attack use this 
move to avoid them and 
launch a counter strike 
of your own, simple yet 
fo(=t-To | KYA 
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tournament. His attacks are 
simple and easy to perform, 
but despite this they are 


amongst the most damaging in 


the entire game making him a 
great character to learn with, 


Brothers and sisters will always fight like cat and dog — but how many of them 
enter a fighting tournament against each other? [2] The slippery terrain in this location 
in Team Battle mode you can pick your favourite three! 


makes the fight even tougher. 


BO 





Elbow Into Kick 
f+P, K 


The Elbow Into Kick is 
another easy-to-use, 
fast-moving and most 
importantly damaging 
fighting technique. 
Once the first attack 
has landed, the second 
half of the combination 
move cannot be 
stopped, making it a 
tough one for 

aed a to deal with. 


and deadly to the point of 
being almost impossible to beat 
when in the hands of an expert. 
In addition to excellent attacks 
Jacky also has good speed and 
some great throwing attacks. 


“almost impossible 
to heat when in the 
hands of an expert’ 


Hooking Hell 
di+P, P, f+P 


The Hooking Hell kick is 
basically a standing 
sweep move, Jacky will 
kick his opponents 
around the shin level 
with amazing power, 
and this causes them to 
fall to the floor, setting 
them up for a follow-up 
strike. Use this as an 
end to a string of high 
punching attacks. 


Thunder 
Storm Killer 
+P+K, K, K, K, K 


This move is the 
ultimate Jacky attack. 
The Thunder Storm Kick 
can strike an opponent 
up to five times and 
cause around 50% 
damage! However, your 
foe will be able to stop 
this combo halfway, 
even if they sustain 
early hits. 


ay 


PAGE PL" 


a" sae 


Pipi? 


SARAH 


Grounded Head 
Smash  di+K 


This attack can only be 
performed on a 
Fageltiare(-te me) e) oleyulcilaelilg 
this doesn’t make it any 
less useful. When you 
tatolel @r-Tn ime) °) oe) at=inL am ce) 
the ground always 
follow-up with a 
grounded attack, this 
one sees Jacky launch a 
huge kick into the 
helpless foe. 

EMTS TOM, 


' ’ oat 


i. 








General Attacks 


Punch 

Punch into Swing Kick 
Twin Punch 

Low Punch 

Twin Punch into Back Hander 
Low Fist 

Low Fist Into Sweep 
Low Kick 

Twin Low Kick 

Shin Smasher 

Elbow Crush 

Elbow Into Kick 

Elbow Into Punch 

Three Hit Destruction 
Double Punch Kick Combo 
Back Knuckle 

Back Knuckle Combo 
Back Knuckle Puncher 
Rolling With It Punch Combo 
Punch, Arch-Kick Combo 
Thunder Kick : 
Twin Thunder Kick 
Triple Thunder Kick 
Four Hit Thunder Assault 
Thunder Storm Killer 
Knee Blow 

Nail Kick 

Sliding Kick 

Sliding Heel Kick 

Big Kick 

Moving Side Slash 
Spinning Kick 

Evading Kick 

Heal on the Head 
Spinning Smash 

Three Hit Hell 

Big Kick Finisher 

Twin Punch Pad 

Elbow Follow-up 

Triple attack 

Three hits for one! 
Triple Punch 

Triple Punch Follow-up 
Swinging Punch 
Hooking Hell 

Knuckle Follow-up 
Hooking Three Hitter 
Kicking Change-up 
Moving Kick 

Swinger Kick 

Swinger Sweep 
Grounded Attack 


(Opponent must be on floor) 


Grounded Knee Smash 
(Opponent must be on floor) 


Grounded Head Smash 
Thrusting Punch 

Thrusting Kick 

Quick Sweep 

Long Sweeper 
Jab Into Sweep 

Change Stance 

Back Somersault 


Throwing Attacks 


Head meets Ground 
Arm Bar Bash 
Falling Smash 
Clothesline 

Front Face Bulldog 
Triple knee Assault 
Inverted Bulldog 








f+PP d+K 
F+P PK 
P+K 

P+K, K 
P+K, P 
P+K, P d+K 
P+K, PK 
d+P+K 
d+P+K, K 
d+P+K, K, K 
d+P+K, K, K, K 
d+P+K, K, K. K, K 
db+P+K 

d+K 

df+k 

df+K, K 

Ff. F+K 

b+K 

uob+K 

df+K+M 
b+K+G 

b, F+K+G 


di-Pe Eee 
(ol aad eae 
et PaR. Pate 
KR 

K+M 

K+G 

K+G, d+K+G 
d, U+P 


u+P 


df+K 
b, b+P 
b, b+K 
d+k 
D+K 
P d+K 
d,d 

d, ub 


P+G 

df, df+P+G 
f, b+P+G 

F, F+P+G 
P+ 

P+G 

f, FHP-+G 
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| Twin Punch Into 

Uppercut P, P, F 
Here Jeffry uses two 
heavy punches then 
follows up with a 
deadly uppercut, this 
move combines three of 
his most powerful 
moves, they also happen 
to be three of his 
fastest. For the most 
effective use wait for an 
opponent to attack and 
block, then go! 


Head Butt 
2 bh, f+P+ 


The head butt is a great 
move that can be used 
as a Close range 
alternative to a throw, 
however it can also be 
used from medium 
range as Jeffry takes a 
step towards his 
opponent as he 
launches the move. 
Uses this move to 
surprise your opponent. 
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Devil Knee 
0, f+P+6, 
If you take all that is 
good about the Head 
Butt, then add a knee 
lift you’ve got one hell 
of good combo attack! 
Jeffry knocks his 
opponent senseless 


then goes on to deliver 
the powerful devil knee. 


», Jeffry needs the money 
” that winning the 
tournament would give him, 
to buy a new boat and 
continue his battle against 
the huge shark that 
terrorises the Fishing 
waters around his home 
land. He lost to Pai in the 
second VF tournament and this 
meant he returned home empty 


4 Mid Section 


Smasher 

Combo bh, f+! 

Lu fl 10 1 ff, 
Jeffry will attack his 
foe three times in quick 
succession in the mid- 
drift, if the first attack 
lands then the other 
two are guaranteed! 
This move also knocks 


an opponent to the 
ground for a follow up. 





handed, so when he hears that 
there is to be a third tournament 
he has no choice but to return 
to the battleground. 

Jeffry McWild is the classic 
‘power character’ in a beat-’em- 
up, he has masses of hard 
hitting moves that can cause 
huge amounts of damage. 
However, in previous 
tournaments Jeffry has simply 


not had the speed to really 
make these moves count, but 


Dreameast 


5 ceatied Ram 


This is another move 
that can be used at 
medium or close range. 
Jeffry will throw himself 
Ko) lgo Malmo) 9) olelatclale 
leading with his huge 
shoulder, which smashes 
into his unfortunate 
foe’s causing loads of 
damage. This is good 
for battling at close 
range. 


Jeffry Mcwild 


Date of Birth | 20 February 
1957 


Sex | Male 
Nationality | Australian 
Height | 1.83m 
. Weight | 111 kg 
Occupation | Fisherman 
Blood Type | A 
Hobby | Reggae Music 
Fighting Style | Fist Fighting and 
Submission holds 


§ Pick-Up and 
‘Smash 


The pick up and smash 
does pretty much what 
it sounds like. Jeffry 
will grab his foe, hoist 
them above his head 
before throwing them 
to the floor with all his 
might! As with all his 
throwing attacks you 
have to be fairly close 
to your foe to use this. 















this time around he has been 
given the speed of foot to 
actually move in and smash his 
opponent with these power 
attacks. IF you can actually learn, 


and perfect his huge arsenal of 
moves then you could have a 
character that is well capable of 
winning the prize money he so 
desperately needs. 






‘Vetfry McWild is the classic ‘power 
character’ in a beat-’em-up” 





7 Triple Head Butt 8 Botly press g Back Breaker 1 Pile Driver ie tageee ss 
h. f+P+6G. h+P+G PG df. df+P+6G Double Kick Into Punch K. K, P 
ir Ps Gf. P4 eG = A ag Kicking Evade K+M 
ith TG, irr rd Once again power is This is another throw The pile driver is one of joo End Sobek jaa d;U+P 
Jeffry will grab his the order of the day that delivers huge the most powerful and ie eae 
opponent’s head then with this great move, amounts of damage. spectacular moves vee pa cage own u+P 
drive his head into Jeffry lifts his foe Jeffry picks his foe up, Jeffry can use, this Ground Assault df+K 


theirs three times 
causing huge amounts 
of damage and 
knocking them to the 


blood churning crack. damage. He'll grab his Lift and Throw PG 
ground. From this point fighting at close range This move works well foe, position their head Body Slam d+P+G 
you are free to use a this is the move to use as a counterattack after between his thighs and Package Throw do+P+G 
follow on ground attack as it’s fast, easy and an opponent has missed then smash their head erste an 
for added damage. deadly. with an attack. into the ground. Super Slam FEP+G 
Body Press b+P+G 
Football Tackle b, df+P+G 
Body Breaker Dichet tet 
Hand Grab d+P+K+G 
Power Knee Lift d, f+ P+K+G 
Back Bomber df+P+K+G 
Back Breaker P+G 
Super Back Breaker P+K+G 
Arm Grab Oa foe +G 
Head Lock P+K+G 
Grinding Knee db+P+G 
Shoulder Ram b, df+P+G 
Pick-Up and Smash d+P+G 
Leg Throw d+P+G 
Head Butt b, f+P+G 


above his head before 
dropping them all the 
way to the ground. If 
you find yourself 


ctl ole rei 


ico 


then brings their back 
smashing down onto 
his bent knee with a 



















throwing attack is 
graceful, yet causes 
huge amounts of 


Low Jab 


Low punch D+P 
Low Kick do+K 
Heel Slider d+K+G 
Shin Masher df+K+G 
Rising Punch df+P 
Twin Rising Punch EE PAP 
Triple Rising Punch di-+R. PR 
Super Uppercut df, df+P 
Dragon uppercut DF+P 
Elbow Thrust f+P 
Elbow Follow Through [EP b+P. 
Running Elbow Smash i JbRP 
Running Elbow Combo firk Pe 
Elbow Finish bP 
Twin Fist Smash b, df+P 
Twin Fists Combo b, df+P P 
Heaven Hitter d+P+K 
Evading Angle F+P+K 
Mid-Section Smash b, df+P+K 
Mid Section Smasher Combo b, df+P+K, d+P+G 
Head Butt Op EE RAK 
Speed Kick d+K 
Kicking Cranium d+K, ¢. ftP+G 
Kicking Follow Through d+K, P 
Lunging Kick df+K 
Knee Lift f+K 
Size 10 Smash f, F+K 
Fishing Line Knee b+K, P 
Mace Kick b, f+K 
Sliding Side Kick df+K+M 
Punch P 
Punch into Kick Pak 
Twin Punch bate 
Twin Punch Follow Pu 0eeP 

[1] Two powerful men battle it out for supremacy — who will be victorious? [2] You have to wonder Lek Punch Into Uppercut PRP 

: ; 2 ; irlwind Punch f, b+P 

why Wolf wears a hat into battle. It always gets knocked off with the first punch! [3] Either Wolf has Spinning Assault b, F+P 

had baked beans for his tea, or the two of them have stumbled upon a sulphur mine! Fist Stab P+M 
Twin Fist Stab P+M, P+M 


Rapid Fire Stab 


(Opponent must be on floor) 





TETAS CT ae 


Head Butt Follow-on 
Twin Head Butt 


Head Butt Into Devil Knee 


Triple Head Butt 


Flying Rear Assault 
Flying Slasher 










































d+P 












P+M, P+M, P+M 
K 
























































b, f+P+G, b+P+G 
Oi-ERPGaiEe+G 
DAER Gai REG, 
b+P+G 
b, F+P+G, F+P+G, 
f+P+G 
Dash+K+G 
Dash+P+K 
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+, Kage had a mission in an after effect of the brilliant at any one thing, but 
.” the second tournament, __ transformation. Kage then hears — can more than hole his own in 
to save his mother, who that the evil syndicate behind them all, and while this may 
had been transformed into the third tournament has not look that good ‘on paper’ 
Dural, from a life of created a new Dural and he when you actually start to play 
control and torment. He was _ enters to investigate how this 

successful in his quest; he and ——may effect him and his mother. 
his mother lived in a secluded Kage is one of those 

mountain hide-away for about a characters who you can Extra information? 
year before she fell ill with a describe as a ‘good-all 
mysterious disease, could his be — rounder’. He isn’t particularly 


ha on 


~ ae 


. 





” gy: MPa We ay 





Kage-MorU 


Date of Birth | 6 June 1971 
Sex | Male 
Nationality | Japanese 
Height | 1.78m 
Weight | 66kg 
Occupation | Ninja 
Blood Type | B 
Hobby | Mah-jong 
Fighting Style ! Jujitsu 






























































Punch Reverse 

) P IF if 
Reversal attacks are 
extremely important, 
and because Kage only 
has one of them to 
learn, using it to 
maximum effect is 
essential. If you can 
anticipate when your 
foe is about to strike 
and then use this 
against him you'll be 
very difficult to beat. 


















_ Forward Roll 
into Sweep 


This is probably Kage’s 
single best move, he 
rolls towards his foe 
and then performs a 
sweep in one fluid 
motion, this is deadly 
and one of the toughest 
moves in the game to 
block effectively when 
used at the right time. 


nging Kick 


“Te 


This makes good use of 
Kage’s speed, he moves 
forward while attacking 
his foe with a straight 
kick. This move can be 
performed from 
medium distance, 
because Kage moves 
toward his foe while 
attacking you can easily 
land this move from a 
Cofolt} o) (=e) m1 =) ol oF [ele 









9 Back Flip h Rising Punch 
i, ub Ld, df+P 


; Heel Strike 
DDD Y 

Pg My oy 

First the low heel strike 
will come as a surprise, 
particularly after your 
foe is set in the ‘high’ 
guard stance for the 
punches. This makes 
blocking the low blow 
very difficult indeed. 
Secondly this move is 
powerful, if all Four hits 
connect you get 40%! 



















You may not think that 
E Waste) (mo (=t-if-4a(-le Ml xe) 
EWe}(eMaolale- (em ntolti(omel= 
in the top ten attacks, 
but Kage’s back flip is a 
great move that can win 
matches very 
effectively. If you get 
too close to one of the 
big characters the Back 
Flip is perfect to retreat 
to a safe distance. 


The rising punch is one 
of the few power 
moves that Kage 
possesses and can be 
used at close range. 
Kage launches himself 
skywards leading with 
his fist, when 
performed at close 
quarters the first thing 
he’ll hit is an 
opponent’s chin. 
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General Attacks 
Low Punch d+P 
Punch PB 
Lunging Punch eck 
Punch into Kick Combo PK 
Twin Punch ug 
Twin Punch Follow through P2PebEP 
Twin Punch Kicker EPO RK 
Double Strike Straight BRK 
Triple Punch Attack EB RIP 
Triple Punch Somersault Kick Riese Oak 
Triple Punch Heel Strike PeRIPK 
Swinging Punch db+P 
Swing Punch Follow-up do+P K 
Kick K 
Lunging Kick F+K 
Moving Kick K+M 
Thrust Kick b+K+G 
Low Heel Attack d+K 
him in a battle you'll realise he himself well to the novice Sliding Take Down db+K 
has a lot to offer. In terms of player, as rather than focus on Backward Sweep f, F+K 
power Kage is once again one particular strength you can Chopping Slice D. dP 
average, don’t expect to be learn all aspect of the game eae ee ey df-+P 
taking off 50 per cent damage from a character who can hold Sliding Chop Pak 
with a single hit, but at the his own in each. Use Kage to Spinning Chop d+P+K 
same time his attacks are far learn the way VF3tb works and 3 Revolving Chop df+P+K 
more damaging than those of you won't go far wrong. f Super Chop F+P+K 
the light-weights like Pai Chan. ks ; vii eat a ae P+K 
at Use Kage lo learn the way VF3th works eels ee 
3 Flip Kick ub+K 
brilliant at none often lends and you won { g0 far wrong pace Kick df-+K+M 
Heel Strike d+K+G 
Evade Kick Knuckle into Super Chop SUSE | Airspinner Eee: 
df+K+M Kick f+P, K f+P+K P+6 Hell Knuckle b+P 
As with many other Any move that Kage will use the This throw is probably GEE pipe ack Bay 
characters Kage has an combines two different outside of his hand to the best in Kage- ai pee renwen ee 
Evading Kick, and as elde-lol a oltedalecm lame (tical chop diagonally down Maru’s arsenal for Air Attack Ff F+P+K+G 
before its impact on the succession will always into his opponent’s three very good Pel catalan A aon u+P 
match can be huge. This prove to be difficult to midsection; this point reasons; it’s Fast, very Ground Stomp df-+K 
move works best as a block effectively. Kage of attack makes it damaging and best of (Opponent must be on floor) 
‘wake-up call’ for an will First strike his roliga (oll lam wee) (ola var-lale| all easy to perform. Use Power Punch D2OTR 
opponent who thinks Opponent with a even harder to reverse. this if you find yourself Power Kick b, b+K 
they have you on the knuckle, a deadly back While you can land this and close range and Strong Sweep D+K 
back foot. As they nrlatem oLUlileame-1ae-lolvar-lale| move from medium want to surprise you Lifting Knee Smash u+K 
move in for an attack then go on to follow-up range, it is most opponent with an easy Punch Reverse b+P+K 
simply use this. with a low kick. effective at close range. knock down. Roll Away from Foe Fb 
mapnecertars “cl Roll Toward Foe OP Ap 
Backward Roll into Sweep f, o+K 
Forward Roll into Sweep b, F+K 
Throwing Attacks CT 
Over the Shoulder Throw P+G 
Turn Around Throw df+P+G 
Over the Hill itp 
Snap Throw b, d+P+G 
Ninja Grab b, F+P+G 
Shoulder smash P+G 
Leg Takedown P+G 
Takedown and Punch Follow-up | uf+P+G 
Inverted Suplex u+P+GBig 
Toss b+P+G 


Big Toss and Follow through 
Sliding Slicer 

Back Flip 

Handstand 





































b+P+G, u+P+G 
Dash Toward+K 
d, ub 
b+M 
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Punching Rage 
iF; 

Vater eee 
This move makes 
excellent use of Lau’s 
combination of speed 
and strength to 
devastating effect. Lau 
will move toward his 
opponent as he 
unleashes a barrage of 
punching attacks, one 
after the other in very 
rapid succession. This is 
an excellent move! 


Basic Throw 

at 
Basic throws are 
probably the most- 
underrated! They inflict 
almost as much damage 
as the more complex 
throwing attacks but 
are easier to perform 
making them the ideal 
way to counterattack a 
close-in enemy. This 
move is best used at 
close range. 


San | Raeeencon 
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3 Flying Kick 


u+K+6 
The flying kick and is 
best used as a surprise 
technique. However, 
this move is not 
without its drawbacks 
and you must be aware 
of these before you try 
and use it in a battle 
situation. Remember 
though, if you miss or it 
is is blocked you are 
going to be wide open! 


+, In the second Virtua 

.” Fighter tournament Lau 
Chan made it all the way to 
the final, here he met Akira 
and lost! The margin of defeat 
was thin, but none the less Lau 
left with a runners-up place, 
which was not good enough to 
satisfy his high standards. 


However he didn’t have time to 
dwell on the loss for to long, he 
discovered that his restaurant 
was in financial trouble, so Lau 
swapped the fighting arena for 
the kitchen in an attempt to 
restore the reputation of his 
restaurant. When he receives an 
invitation to the third VF 
tournament he leaves the 
kitchen in the hands of his best 
apprentice and sets off to go 
one better in this year’s event. 


ih} 
Dreamcast 
Lou 


Chan 


Date of Birth | 2 October 1940 
Sex | Male 
Nationality | Chinese 
Height | 1.72m 
Weight | 7/kg 
Occupation | Chef 
Blood Type | B 
Hobby | Poetry 
Fighting Style | Keon-Ken/Tiger 


4 Rising Hand 


Combo Creamer 
DF+P, P, b+P, {+P 
This is another chain of 
punches that sees Lau 
inflict damage quickly, 
however it differs from 
other attacks because 
Lau pauses between 
the punches. This may 
seem like you are giving 
your foe a chance to 
block, but it throws 
their block timing off. 


—————— 


Power Push 
into Sweep 


b, h+P, 0+K 

The power push is a 
great move, but when 
you chain a sweeping 
attack onto it you've 
got an even better 
sequence! The initial 
attack lands high, while 
the follow up strike hits 
Flaw) 9) ool atta] amel=j (oy mail 
knees and this makes 
blocking difficult. 


5 Rising Hard 


Punch DF+F 
This attack ts great 
counter strike as it’s 
fast and easy to 
perform, it also knocks 
your foe to the ground, 
which sets them up for 
a follow-up attack. This 
move is best used 
directly after an 
opponent has failed to 
connect with an attack 
— give them what for! 


c 


q 





“the perfect 
character for 


novice and expert 


players alike” 


Lau Chan is very similar to his 


daughter Pai, both have long 
punching combo attacks and 
plenty of throwing techniques, 
both have the ability to cause 
large amounts of damage 
quickly and both make the 
perfect character for novice and 
expert players alike. However, 


you do have to alter your playing 


style slightly when controlling 
Lau, the main difference is 


speed! Lau is not as fast of foot 


as Pai, but makes up for this 


with more power in this attacks. 


Punch Barrage 
into Sweep 
df, df+P, P, P, P 
d+K 


This is deadly and the 
final sweeping attack 
VVialColaly Felave (om Collin cy 

FV Tantey-d ag ian) ele} 0) (= xe) 
block. As with the 
regular Punch Barrage, 
Lau storms his foe with 
four punches, then to 
finish he’ll low sweep. 


Punch Assault 

into Kick Flip 
df, df+P, P, P, P, 
ipa 


Lau will rush his 
opponent with a 
barrage of high 
eltlatelaliatearelae- (ec 
knocking them back as 
he lands each one, then 
as the last punch lands 
he’ll perform a 
somersault kick. 


has great power! 


Super Ground 
Attack d, U+P 


This attack can only be 
performed on a 
pgoltlale (cto Me) 0} ele)at-ialumeliiy 
this doesn’t make it any 
less useful. Whenever 
WfolUM (alelacar-lo me) e) ofe)alclala 
to the ground always 
follow-up with a 
grounded attack, here 
Lau crushes his foe 
with a deadly ‘feet 
first’ attack. 





Despite his menacing features, Lau is a good 


character to choose if you're a Virtua Fighter beginner. 
Lau’s punches and kicks are second to none — he 











Head Throw 
h, f+P+6 


This throwing attack is 
quite tricky to perform. 
However, once you've 
p240) Od gT= moo} a aCe (aa =i wo} 
start using it the power 
and speed it has will be 
extremely useful 
indeed. IF you miss this 
throw with Lau’s basic 
throw you'll give 
yourself a sound base 
for throwing attacks. 





General Attacks 


Dagger Punch 

Lunging Dagger Punch 
Lunging Sweeper 

Basic Sweep 

Low Punch 

Low Kick 

Moving Punch 

Kick 

Moon Kick Follow Through 
Lunging Kick 

Heel Kick follow-up 

Twin Low Kick 

Triple Low Kick 

Kicking Sweeper 

Twin Dagger Follow-up 
Dagger Punch Combo 

Triple Dagger Blow 

Kick Flip Finisher 

Dagger Punch into Sweep 
Moon Kick Finisher 

Low Dagger Punch 

Elbow 

Elbow Combo 

Super Dagger 

Super Dagger Combo 
Sliding Kick 

Sliding Kick into Punch 
Sliding Kick Combo 

Heel Strike 

Lifting Kick 

Waterwheel Kick 

Moving Side Swipe 
Hopping Hell 

Dagger Punch Finisher 
Four Strike ‘Mix it up’ combo 
Punching Rage 

Punch Assault into Kick Flip 
Punch Barrage into Sweep 
Five hit Death 

Rising Hand Punch 

Punch innto Palm 

Double Punch Out 

Punch into Sweep 

Single Impact 

Evading Kick Back 

Moon Kick 

Eclipse Moon Kick 

Lunar Power Push 

Punch into Hell Attack 
Punch into Moon Kick 

Twin Punch 

Twin Punch Follow-up 
Triple Punch Assault 

Triple punch Flip Kick 

Triple Punch Tripper 

Triple Punch into Moon Kick 
Twin Strike 

Power Push 

Power Push into Sweep 
Four Power Push Attack 
Power Push Power Puncher 
Power Push into Dagger Punch 
Three Hit Power Push Combo 
Power Push kick Flip Attack 


Power Push change-up 


Super Power Push assault 
Alternative Moon Kick 

Quick Sweep 

Lunge into Dagger 

Three Hit punch Assault 
Four Hit hammering 

Rising Hand Follow-up 
Double Rising Hand Punch 
Rising Hand Combo Creamer 
Rising Twin Hand 

Rising Twin Hand into Kick 
Rising Twin hand Flurry 
Rising Hand Triple Punch 
Rising Hand Sweep Finish 
Rising Hand Moon Kick Finish 
Low blow 

Flying Kick 

Back Flip Escape 

Super Ground Attack 


(Opponent must be on floor) 


Regular Ground Attack 


(Opponent must be on floor) 


Ground Smasher 
(Opponent must be on floor) 


Throwing Attacks 


Basic Throw 

Back Slammer 
Lunging Trip 
Overhead Assault 
Head Throw 
Shoulder Twister 
Over the Head Drop 



















P 

df, df+P 

Ff, d+kK 
d+K+G 
d+P 

d+Kk 

P+M 

K 

K, K 

f, F+K 

d+K, K 
D+K, K 
D+K, K, d+K 
D+K, K, D+K, K+G 
dF+P P 
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F+P df+P+K 
F+K 

f+K, F+P 

df+K, f+P. b, F+P 
D, K 
ub+K 
uf+K 
df+K+M 
uf+K+G 
df, df+P P P 
df, df+R PPK 
df, dF+PR PPP 
Gi, Gi P; Pe PsPsb: 
df, dF+P PPP d 
af, ‘GF-+P. PP: PAK 
DF+P 

P 6+P 

P 6+PF+P 

P D+K+G 

b, F+P 

K+M 

K+G 

b, F+K+G 

b, 0+P K+G 





ome eer 


+ 
+ 


= 
(*) 


+P.P 


,b+P d+PPK 
,0+P d+P PP 
eOs Brae P 
,0+P d+P P 
,6+P d+P PP 
+K 


bb+P dP Pee 
d+K 


b, b+P d+P PPK 
b, b+K+G 

d+K 

df, df+P P 

df, df+PR P 6+P 

df, df+P P b+P f+P 
DF+P P 

DF+P, P b+P 

DF+P P b+P f+P 
DF+P PP 


b+P+G 
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*, When Lion fought in the 
.” first tournament he 
didn’t know what to expect 
or how he wouid fair, he 
didn’t really know if he had 


the ability to match the 
other warriors on a 
competition level. Despite his 
defeat by Kage-Maru in the first 
round, Lion found that he had 


Lion may only be a young 
man, but he has one of the 


most unorthodox fighting styles 
in the game making him very 


the desire and fire burning deep 
inside, the fire that sets a Virtua 
Fighter warriors apart from all 
others. Lion vowed to return to 
the third tournament and this 
time prove he was a worthy 
opponent to everyone he came 
up against. 








FREE PLAY 
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Lion Roefcle a ae ey 
Date of Birth | 24 December 
1979 


eT 
: 
: 
> 


Sex | Male 
Nationality | French 
Height | 1.71m 

Weight | 61kg 


Occupation | High School 
E Student 


Blood Type | A8 
Hobby | Collecting Knives 


Fighting Style | Mantis es sae 

























Lunge Punch Rising Punch 


Follow-on 





if Ground Assault 


(Short Range) 


This attack can only be 
performed on a 
grounded opponent, in 
fact it can be the way 
to win a close match. 
Whenever you knock an 
opponent to the ground 
always follow-up with a 
grounded attack, this 
move is fast, and 
deadly, two very good 
features! 


\ 


The beauty of this move 
is that you don’t need to 
be at close range to gain 
contact, and this makes 
it the perfect weapon to 
use against the game’s 
bigger opponents like 
Wolf, Jeffry and Taka- 
arashi. Lion will move 
forward as he throws a 
powerful punch to his 
opponent’s midsection. 






































This move has the 
advantage of being 
Fast and easy to 
perform, while also 
causing a good deal of 
damage. Try and use 
this attack from 
medium range as Lion 
moves forward as he 
performs the attack 
giving it a longer range 
than a foe may expect. 


This throw is the 
easiest and for this 
reason it should be the 
one you go to when 
you have little time. 
This attack will only 
drain a small amount of 
energy but it leaves 
your foe grounded and 
an easy target fora 
grounded punching 
attack. 


Here Lion uses a nasty 
move to blind his 
opponent for a few 
seconds. Lion uses his 
fingers to rake across 
the eyes of his 
unfortunate foe causing 
FE W-xotele e(-t-] mo) met luit-t:41 
in the process, a good 
close range move that 
can lead to a big follow 
up attack 



















The rising punch is a 
good move, however 
this follow-up move 
takes it further. You still 
have the speed and 
range of the regular 
rising punch but the 
added hits of the 
follow-on move mean 
more damage and a 
knock down. 
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difficult to counter attack, and 
at times almost impossible to 
predict. IF you are controlling 
Lion you should use this 
‘Mantis’ fighting style to your 
advantage, use high punching 


and kicking attacks followed up 


with sweeps and low kicks! 
This style of attack, combined 


Oe ee eee i an 


“EET 


SE 
Forward uf+!M 


Sidestepping moves are 
one of the best ways to 
combat an aggressive 
opponent! If you find 
yourself up against the 
likes of Sarah or Jacky 
then this move could 
make them think twice. 
Lion will take a quick 
step to the side putting 
him in the perfect 
position for a combo. 


with his low stance will make it 
tough, if not impossible for an 


opponent to block 


blows. In addition to this 
aspect of Lion’s game you 
should also perfect his 
throwing attacks as these prove 
to be excellent counter- 


attacking weapons. 





Low Sweep 
d+K+G 


Once again the 
sweeping attack should 
be the main stay of a 
good attacking range, 
and with Lion this is 
even more important. 
Because of the Mantis- 
style crouches Lion 
uses, his centre of 
gravity is already low, 
and this means he can 
perform sweeps fast. 


a 


the low 









SiVIES 


Kick Throw 
D, f+P+G 


The Kick Throw is more 
powerful than Lion’s 
basic throwing attack. 
Once you’ve got the 
confidence to start 
using this attack rather 
than the basic throw, 
the power and speed it 
has will make it 
extremely useful 
indeed. You'll soon have 
your opponent beat! 


lox. fightin ing 


mae 








ee eee 


| Lon | is a young man, so you would think his fighting 
techniques wouldn't be up to scratch — but think again! 
The steps give a helping hand once a foe is down. 





E of the most 


an ne Game 


Triple Punch 
P, P,P 


Here Lion uses his 
speed to overwhelm his 
opponent with three 
fast punches in quick 
succession, simply tap 
the punch button three 
times and Lion will do 
the rest. This move is a 
great counterattack and 
works well after you 
use one of his sidestep 








General Attacks LE 


Regular Punch 

Punch into Kick 
Super Punch 

Super Kick 

Twin Punch Assault 
Low Punch 

Moving Punch 

Twin Moving Punch 
Edging Punch 

Twin Edge Punch 
Lunge Punch 

Kick 

Twin Kick 

Side Swipe 

Hand Swipe 

Power Swipe 

Low Kick 

Twin Low Kick 

Low Moon Kick 
Upside Down Kick 
Follow Through Kick 
Low Sweep 

Sweep Lunge 

Rising Punch 

Rising Punch Follow-on 
Running Uppercut 
Elbow Smash 

Elbow Lunge 

Lunge Smash 
Spinning Punch 
Reverse Spinning Punch 
Spinning Punch Combo 
Overhead strike 
Moving Strike 

Rising Knee 

Knee Lunge 

Lunge Combo 

Jump Kick 

Double Jump Kick 
Inverted Kick 

Moving kick 

Spinning Kick 

Twin punch Follow-on 
Triple Punch 

Moving Punch 

Wing Up Swipe 

Eye Rake 

Twin Eye Rake 
Evading Kick 

Ground Assault (Long Range) 


(Opponent must be on floor) 


Ground Chopper 
(Opponent must be on floor) 


Ground Assault (Short Range) 


(Opponent must be on floor) 
Spinning Wheel 
Sidestep Backwards — 
Sidestep Forward 


Throwing Attacks 


Trip Take Down 
Eye on the Needle 
Kick Throw 
Counter Strike 

On your Back 
Revolving Throw 
Mid-air Kicker 
Neck Breaker 








: K 
b, b+P 
b, b+K 
PP 
d+P 
db+P 


K, K 
d+P+M 
d+P+Kk 
df+P+K 
d+K 
d+K, K 
d+K, K+G 
do+K 
do+K 
d+K+G 
df+K+G 
df+P 
aise. P 
D, F+P 
f+P 
f+P P 
f, Ft+P 
b+P 
bP P 
b+P PK 
u+P+K 
df+K 
f+K 

fF. F+K 
f, F+K, K 
ut+K 
u+K, K 
uf+K 
df+K+M 
fF, F+K+G 
PB dee 
Fr ity te 
P+M 
f+P+M 
f+P+K 
b+P+K 
K+M 
dU=eP 








df-+P 
u+P 


d, ub 
ub+M 
uf-+M 


P+G 
df+P+G 
D, F+P+G 
f, f+P+G 
f, b+P+G 
b+P+G 
b, F-+P+G 
uf+P+G 
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1 Quick Kick 
Evade 


This move is perfect 
for the lightning Fast 
Pai and can be used to 
really shake up your 
opponent. As they 
move in for an attack 
simply use this move to 
avoid the incoming 
attack and launch a 
counter strike of your 
own. She may be small 
— but she’s deadly! 


fue ehes 


aemter SO 


? Thrusting Punch 


This is a great mid- 
range attack that can 
be used to finish off an 
ailing opponent or 
surprise a foe who is 
unwilling to come 
forward. Pai launches 
herself forward fist 
first knocking an 
opponent to the ground 
with ease. Use this to 
get near an opponent. 
SH aerate 


fa > 
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Pai Chan 


*, Pai lost to her father in 
.” the second tournament 
but in defeat she learnt a 
lot about the man she once 
thought she hated. Maybe he 


aren 


Date of Birth | 17 May 1975 
Sex | Female 
Nationality | British/Chinese 
Height | 1.66m 
Weight | 49ke 
Occupation | Action Super Star 
Blood Type | O 
Hobby | Dancing 
Fighting Style | White Crane Fist 


wasn't so bad after all, what ever 
drove him to forsake his family 
for the thrill of battle must be 
very strong, and Pai was 
beginning to understand this 
after her own experiences on the 
field of battle. 

Pai Chan is a fast character, 
no doubt about that, in fact she 
is probably one of the fastest in 
the game and this makes her a 


‘rncr 4 


fj, Double Punch 
Follow Kick 


Sweeping attacks 


This leaping kick is 


good character for a novice 
player but deadly in the hands 
of an expert! Speed may come 
at the expense of power but 
this is the trade off you'd 
expect in a beat-’em-up, you 
must learn to use her 
impressive speed to overcome 
these shortcomings in her 
fighting style. Learn her moves 
so you can use them at even 


i Triple Punch 
Combo P, 


This triple punch may 


should the base of any 
good beat-’em-up 
player’s attacking 
arsenal and with Pai it’s 
no different! The sweep 
technique is fast, very 
Fast indeed and because 
it knocks your 
Opponent to the ground 
a follow up attack is 
jofey-1-y | 0) (= 


This combination of 
punch and kick attacks 
relies heavily on Pai’s 
amazing speed and 
when used sparingly 
can be a real killer. Pai 
launches two high 
punching attacks 

ive) |Co)IN(<to Molar: Me (—rTe] Kt 
high kick that'll knock 


your foe to the ground. 


another Fast attack 
that’ll have your foe 
seeing stars in a matter 
of seconds. Use this 
move when things are 
tight and you’re at 
close range, the sheer 
ry of {fo B-lale x) gelell a! mo) j 
the attack will make it 
tough, if not impossible 
to block effectively. 


only be a very basic 
move but when the 
chips are down it’s just 
the thing to finish off a 
close battle to your 
advantage. Simply tap 
the Punch button three 
times and Pai launches 
a string of short, sharp 
jabs! Enough to finish 
off anyone! 





ERESS STPRT BUTTOCK 


the shortest notice and you'll 

have an opponent on the back 

foot from the start, from here 

you are in a good position to Pal 
dominate the match with short, wort 
lightning fast attacks and 

counter strikes. Pai is a good 

character to choose if you are 

new to the world of Virtua 

Fighter as she is simple yet 

effective to control, and better 

still you'll find that as your skills 

grow, you can turn her into an 

butt-kicking machine! 


FREE PLAY | 





7 Triple Punch 
into Sweep 


This is a continuation of 
the triple punch, as 
before Pai starts with 
three short jabs, but it 
is then followed up 
with a low sweep that 
takes her opponent’s 
legs from under them. 
The follow up sweep 
will come as a total 
surprise! 


— 


8 Any reversal 


attack 


Reversals are extremely 
important, and with 
Pai’s speed this factor 
can be a deadly one. If 
you can anticipate when 
your foe is about to 
strike, and then use this 
against him, you'll be 
very difficult to beat. 
You should establish 
this part of your game 
from the start. 


[1] Pai is Lau’s daughter, so has been taught many of her 
fighting techniques by her dad! [2] The most vulnerable 
position for any opponent to be in is on the floor — the 
follow-up move options are almost entless! 


General Attacks 


Low Punch 

Low kick 

Punch, Kick 

Twin Punch 

Triple Punch Combo 
Triple punch into Kick 
Triple punch into Swing Kick 
Triple Punch into Flip 
Triple Punch into Sweep 
Dashing Hand 

Foot Kick 

Speed Sweep 

Thrust Punch, Kick 
Forward Lunge 
Twisting Kick 

Double Punch Follow Kick 
Twin Punch Leg Sweep 
Sweeping Kick 

Low Double Punch 
Twin Back Kick 

Bird Kick 

Double Bird Kick 
Evading Swing 

Rolling Kick 

Leaping Kick 

Back Flip 

Rolling Kick Follow-on 
Punch into Flip Kick 
Punch into Swing Kick 
Leaping Back Kick 
Moving Lunge 

Lunge kick 

Twin Hand Shot 

Slice 

Thrusting Punch 

Quick Kick Evade 

Half Moon Kick 


d+K+G 
Gf+P-P Pe 
ub+K, f+K 
uf-+K 

uf+K, K 
df+K+M 
fF+K+G 

Dash toward+K 
d, ub 

fF+K+G 

df PPP DEK 
Ofte PRS 
uo+K 

P+M 

f, F+K 

D, F+P 

f+P 

f, F+P 

K+M 

K+G 


This throw is powerful, 
fast and best of all easy 
to perform. Use this if 
you find yourself and 
close range and want 
to surprise your 
opponent with an easy 
knock down, and don’t 
forget to follow up 
with a ground attack 
for added damage, 
Easy stuff! 


There’s no more 
powerful an attack than 
idadtabemn' Colt) ame) e)efojat=jale 
high into the air and 
slamming them into the 
ground. This will 
usually take a good 
percentage of their 
energy down, so you 
can follow it up with 
your more familiar 
attacks. 


rae 


Inverted Half Moon b+K+G 
Spinning Air kick ub+K 
Knee Smasher d.Us-P 


(When opponent is on the floor) 


Standing Smash df+P 
(When opponent is on the floor) 
do+P+K 


Reversal Attack 
TEES TTT aa 
fF, b+P+G 


Head Smasher 

Crescent Throw D, F+P+G 
Upside Down Throw fpRG 
Around the World Throw f+P+G 
Head Smasher PEG 
Swinging head Throw DF FER 
Over the Head F+P+K+G 
Floor Throw P+G 
Power Push df+P+G 
Reverse Punch P+G 


camtinued > 
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+, In the second 
.” tournament Sarah has 
been brain washed and 


brother Jacky, however he 
managed to rescue Sarah 
only to find that her 
memory had been 
completely wiped! As Sarah 
lived her life from day-to-day 
she found that her memories 
would slowly come back to 
her, however on the battlefield 
they would recur much more 


often and vividly. When she 
heard about the third 
tournament she decided to 
enter in the hope of recovering 
the rest of her memory. 

Sarah is very similar to Jacky 
in terms of the moves she has, 
and the fighting style that she 
uses. Lots of punching attacks 
with high and low endings 
mean that Sarah can confuse 
an opponent with ease and 
make it very difficult for them 
to predict her fighting pattern. 


‘programmed’ to kill here 










1 Dashing Knee 
Lift Dash+K+G 


The dash knee lift is the 
perfect example of why 
Sarah is such a good 
character. This move is 
Fast, powerful and can 
be used at either close 
or medium range 
making it versatile! 
Sarah will move toward 
her opponent while 
leaping into the air and 
raising her knee. 


9 Over the Head 


Suplex 
Dash+K+G 


The is very similar to 
the suplex moves that 
Wolf uses, and serves 
to be one of Sarah’s 
best attacks. Use this 
move if your opponent 
misses with an attack 
or you want to surprise 
one of the bigger foes 
with some real rough 
stuff at close range. 
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Illusion Kick 
if+K, K 


The Illusion Kick has it 
all: speed, power, a 
Uditele @ololiiiameolimeclalt-(als 
and it’s almost 
unblockable! Use this 
move at medium range 
to really shake up an 
opponent. Don’t forget 
that if you knock them 
to the floor always 
Follow up with a 
ground attack. 


h Elbow Thrust 


{+P 


This is another lunging 
move, meaning that it 
is effective from both 
short and medium 
range. Sarah uses her 
elbow to smash her 
opponent’s face with 
amazing speed and 
power, this move also 
scores a knock down on 
a clean hit so once 
again follow it up! 





into Rising Kick 
P, P,P, u+K 


This amazing combo 
takes the basic Punch 
Assault and adds a 
rising kick. Sarah will 
use her speed to rush 
her opponent with a 
barrage of high attacks 
knocking them back as 
she lands each one, 
then she'll perform a 
somersault kick. 


Date of Birth 
Sex 
Nationality 
Height 
Weight 
Occupation 
Blood Type 
Hobby 
Fighting Style 


4 July 1973 
Female 
American 
1.73m 

55kg 

College Student 
AB 

Sky Diving 

Jeet Kune Do 


Double Punch 
into Kick 
P,P, K 


This combo combines a 
couple of punches with 
a kick to finish. Sarah’s 
speed is once again 
used to good effect, as 
getting the initial punch 
to make contact is 
essential to the rest of 
the combo to score 


















As is usually the way with 
beat-'em-ups, the female 
character has slightly more 
speed, but sacrifices power to 
her male counterpart. This is 
also true in the case of Jacky 
and Sarah so make use of her 
increased speed by moving 


‘ring Out’ victories! 


around the battleground as 
much as you can. This tactic 
gives you the chance to get the 
position you need to launch 
the right attack, and better still 
you'll also give yourself the 
chance to score some easy 


“Sarah can confuse an opponent with ease and make it 


SARAH 


very difficult for them to predict her fighting pattern” 


7 Punch/Kick 
two-in-one P, K 


The two-in-one attack 
has been around for as 
long as the beat-’em-up 
and here Sarah 
performs this excellent 
combo perfectly. First 
tap the Punch, then the 
Kick button and Sarah 
delivers a deadly two- 
hit barrage that scores 
a knock down should 


Back Smash 
P+K+G 


This throwing technique 
is as easy to perform as 
Sarah’s basic throw but 
is slightly more 
powerful and this 
means that once you’ve 
got the confidence to 
go for it in a battle the 
Back Smash should be 
your number one 
choice. Timing is of the 
essence! 


Illusion Kick 
into Foothall 
Kick df+K, K, f+K 


Here we see a move 
based on the great 
Illusion Kick, but here 
instead of just the basic 
move Sarah follows this 
up with a football-style 
kick to her opponent’s 
mid-section. The second 
kick lands between the 
high and low guard 
positions. 


Low Kick 
d+K+G 


With Sarah’s excellent 
speed there will be no 
stopping her when 
she’s using this low 
kick effectively. Get in 
(ol (oS-J-M CoM I[olUl ame) o)elejal=iale 
Flite \VCo)(e Ma nl=i ame) (ey iti) 
then let them have a 
barrage of these 
effective kicking 
combos. The battle will 
soon be yours! 
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General Attacks 


Punch 

Punch into Side Swipe 
Punch/Kick two-in-one 
Twin Punch 

Triple Punch Finisher 
Triple Punch into Kicking Flip 
Double Punch into Kick 
Standard Triple Punch 
Triple Punch into Knee 
Triple Punch into Rising Kick 
Double Power Punch 
Double Punch Combo 
Hack 

Evading Punch 

Low Jab 

Kick 

Twin Kick 

Kick then Punch 

Knee Strike 

Knee Strike Follow-on 
Moving Kick 

Hurricane Kick 

Low Punch 

Low Kick 

Twin Lock Kick 

Quick Kick 

Shin Smash 

Sweep 

Elbow Thrust 

Elbow Thrust Combo 
Elbow Chop 

Elbow into Knee 
Football Kick 

Twin Football Kick 

Big Boot 

Twin Big Boot 
Spinning High Kick 
Side Swipe 

Illusion Kick 

Illusion Combo 

Illusion Kick into Football Kick 
Oasis Kick 

Crouching Knee 
Double Knee 

Twin Knee 

Regular Knee 

Knee Lunge 

Spinning Kick 

Moon Dive 

Flip Kick 

Moving Side Smash 
Moon Kick 

Hooking Kick 

Forward Kick 

Head Rush 

Leaping Kick 

Heal Head 

Ground Assault (Long Range) 
Ground Assault (Short Range) 
Ground Kicking 

Quick Sweep 
Backward Flip 

Reverse Falling Danger 
Forward Falling Danger 
Dashing Knee Lift 


Throwing Attacks 


Over the Head Suplex 
Neck Take Down 
Knee Bash Assault 
Leg Drag 

Back Smash 

Neck Cracker Sweet 
Knee Bash from Hell 
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K+M 
uf+K+G 
D+P 
D+K 
D+K, K 
d+K+M 
d+K+G 
df+K+G 
f+P 

FP .b-FK 
F+P. df+P 
f+P K 
d+P+K 
d+P+K, K 
d+K 
d+K, K 
do+K 
df+K 
df+Kk, K 
df+K, K, 6+K 
df+K, K, f+K 
df+k, K, K 
D, fF+K 

D, F+K, K 
D, FaK; K 
f+K 

Ff, F+K 
ut+K 

u+K, u+P 
ub+K 
df+K+M 
K+G 
do+K+G 
fF+K+G 
b+K+G 
u+K+G 
ub+K+G 
d, U+P 
u+P 
df+K 
d+K 

d, ub 
uf+P 
uf-+P 
Dash+K+G 


Dash+K+G 
f, F+P+G 
b+P+G 
b, F+P+G 
P+K+G 
uf+P+G 
b+P+G 
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Thi nued 


Punch Barrage 
P+G 


With the strange 
fighting stance that 
Shun-Di uses, even a 
simple move like the 
punch barrage can 
become a deadly 
weapon, particularly 
when used as a 
counterattack. Begin 
this move while 
standing a few steps 
away from your foe. 


Swig of Drink 
d+P+K+G 


Now you might think 
that drinking on the job 
VAVCoLU Co Mol-Me- Mi or-Ce Maal lata 
but in good old Shun’s 
case it can actually 
make him even more 
Lita) o) ge |(ole- |e) (10m Nat 
more Shun-Di drinks 
the looser his fighting 
position gets and this 
means it becomes 
olldu(etl |amce) an (oti a col-e 
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» Shun-D 


+, Shun-Di’s reason for 

*” entering the third 
tournament is something 
of a strange one to say 
the least, in the second 
Virtua Fighter 
championship he spotted a 














» Shun is a great character to 
fight with if you want to 
confuse your opponents. His 
drunken Kung-Fu style 
always keeps ‘em guessing! 





shadowy figure that 
turned out to be a disciple 
Shun had raised and 
taught many years ago. 
Shun-Di couldn't get this man 
out of his head, why would he 
come to the Virtua Fighter 
tournament, and why would 
they meet after so much time? 
Unfortunately Shun-Di never 
met up with his disciple so he 
could not answer these 


Date of Birth 
Sex 
Nationality 
Height 
Weight 
Occupation 
Blood Type 
Hobby 


Fighting Style 


2 January 1912 
Male 

Chinese 

1.64m 

63kg 

Herbal Doctor 
O 


Collecting 
Medical Herbs 


Drunken Fist 





questions. However when Shun 
learns of the upcoming 
tournament he decided to 
enter in the hope of solving 
the mystery. 

Shun-Di is a strange 
character to both play and fight 
against! His ‘drunken’ style of 
Kung Fu is rather weird, has no 
real pattern to it and seems to 








Handstand f, b 


Shun-Di leaps onto 

new er-liletw-lore mania 
late) k-mr-l cele l ale Mug(=moy-laa(= 
area launching attacks 
at will. This has a two- 
Fold effect, first when 
playing a human player 
the mere site of Shun 
leaping around is 
enough to distract 
them. Secondly Shun 
has a new set of moves 
that can only be 
performed from here! 





ye, wT ¢ 
y Bhi 


STAWE 2 









Lunging Double 
Fist UF+P 


This is a great mid- 
range attack that can 
be used to Finish off an 
opponent whose energy 
is running low. Shun 
launches himself 
Forward knocking his 
opponent back with the 
initial punch then 
knocking them to the 
ground with the follow 
up attack. 


Waterfall Kick 
f, f+K 


This kick is simple to 
perform, however don’t 
let this fool you into 
thinking it is a move 
that can’t offer you 
anything, even when 
playing against VF 3 
masters. The waterfall 
kick is fast moving and 
this makes it great for 
surprise attacks at 
close range. 


be a complete mess most of 
the time, however this couldn't 
be further From the truth! An 





Double Punch 
into Low Kick 
P, P, M, d+K, K, G 


In this move Shun-Di 
will start by attacking 
with two high punches, 
once the first has 
landed the second is a 
guaranteed hit! Then he 
follows this up with a 
sweep that is both fast, 
and powerful. What a 
great move! 






experienced Shun-Di player can 


use many tricks to fool his 


opponent into a false sense of 


security, all manner of comical 
moves are at his disposal, 
things like the ‘sit down’ and 
the ‘hand stand’ tricks for 
example. However, with his 
opponent distracted they will 
not remain upright for very 


long! Another thing that makes 
Shun-Di a good character is the 
sheer amount of moves he has 
to choose from, just check out 


his list and you'll see that on 


this score he is second to none. 


Overall, Shun-Di is a character 
who lacks speed and can be 
difficult to control at the 
outset, but once these initial 


problems have been overcome 


can be a deadly fighting force. 


One for the VF3 experts to try! 


Double Punch 
into Double Kick 
P, P, M, d+K, K 


This is an excellent 
NElatlucelameyam nat Prelele)(— 
Punch Low Kick move, 
this time the second 
half of the combo hits 
high. Learning how to 
read an opponent is the 
most difficult, yet 
useful part of playing 
Virtua Fighter 3tb. 





Sliding Kick 

K+M 
This sliding kick is 
similar to the move 
performed by the 
Bryants, however with 
Shun-Di’s low centre of 
gravity his version of 
the move is more 
potent. A skilful player 
can use this move to 
avoid an oncoming 
attack, then land an 
Tale) Cofel elo) (=m a) lam 


Shaw? 


SODA [ote 


As if Shun’s great special moves weren't impressive enough, lie’s so confident of winning the figh 
that he can lie down on the job! 










I 


IP 





Sa. ak _ 
t 


You can make Shun-Di perform a little dance to celebrate winning! 
This game is a fitting tribute to the acting talents of Buster Merryfield. 


Uppercut Combo 
f+P, P+K 


The uppercut is a 
powerful move and 
when you put its 
effects into a combo 
you've got something 
to behold. Shun leaps 
forward launching this 
three hit combo with 
both speed and power. 
The chance of landing 
both hits (which score a 
knock down) is high! 
aw” a 


Punch-Kick 
Two-in-one 
f, f+P+K 


Jjust because this move 
is basic it doesn’t mean 
that it’s not going to be 
any use. First tap the 
Punch, then the Kick 
button and Sarah 
delivers a deadly two- 
hit barrage that scores 
a knock down should 
both hits connect! 








Dagger Punch 

Lunging Dagger Punch 
Lunging Sweeper 

Basic Sweep 

Low Punch 

Low Kick 

Moving Punch 

Kick 

Moon Kick Follow Through 
Lunging Kick 

Heel Kick follow-up 

Twin Low Kick 

Triple Low Kick 

Kicking Sweeper 

Twin Dagger Follow-up 
Dagger Punch Combo 
Triple Dagger Blow 

Kick Flip Finisher 

Dagger Punch into Sweep 
Moon Kick Finisher 

Low Dagger Punch 

Elbow 

Elbow Combo 

Super Dagger 

Super Dagger Combo 
Sliding Kick 

Sliding Kick into Punch 
Sliding Kick Combo 

Heel Strike 

Lifting Kick 

Waterwheel Kick 

Moving Side Swipe 
Hopping Heil 

Dagger Punch Finisher 
Four Strike ‘Mix it up’ combo 
Punching Rage 

Punch Assault into Kick Flip 
Punch Barrage into Sweep 
Five hit Death 

Rising Hand Punch 

Punch innto Palm 

Double Punch Out 

Punch into Sweep 

Single Impact 

Evading Kick Back 

Moon Kick 

Eclipse Moon Kick 

Lunar Power Push 

Punch into Hell Attack 
Punch into Moon Kick 

Twin Punch 

Twin Punch Follow-up 
Triple Punch Assault 

Triple punch Flip Kick 

Triple Punch Tripper 

Triple Punch into Moon Kick 
Twin Strike 

Power Push 

Power Push into Sweep 
Four Power Push Attack 
Power Push Power Puncher 
Power Push into Dagger Punch 
Three Hit Power Push Combo 
Power Push kick Flip Attack 


Power Push change-up 


Super Power Push assault 
Alternative Moon Kick 

Quick Sweep 

Lunge into Dagger 

Three Hit punch Assault 
Four Hit hammering 

Rising Hand Follow-up 
Double Rising Hand Punch 
Rising Hand Combo Creamer 
Rising Twin Hand 

Rising Twin Hand into Kick 
Rising Twin hand Flurry 
Rising Hand Triple Punch 
Rising Hand Sweep Finish 
Rising Hand Moon Kick Finish 
Low blow 

Flying Kick 

Back Flip Escape 


Super Ground Attack 
(Opponent must be on floor) 


Regular Ground Attack 
(Opponent must be on floor) 


Ground Smasher 
(Opponent must be on floor) 


Throwing Attacks 


Basic Throw 
Back Slammer 
Lunging Trip 
Overhead Assault 
Head Throw 
Shoulder Twister 
Over the Head Drop 


General Attacks CT 











Pp 

df, df+P 

f, d+K 
d+K+G 
d+P 

d+K 

P+M 

K 

K, K 

faaelacts 

d+K, K 
D+K, K 
D+K, K, d+K 
D+K, K, D+K, K+G 











































































































P D+K+G 
b, F+P 
K+M 

K+G 

b, F+K+G 
b, b+P K+G 


























+ 
(@) 


b+P D+K 

b+P. d+P PK 
,6+P d+P PP 
,6+P d+P 
,O0+P d+P P 
,b4+P d+P PP 
+K 


9 
0 
yg 








0) OEP ds Rata 
d+K 


b, O+Ed+h hues 

b, b+K+G 

d+K 

CiAGiEFP R 

Grater tats Ocala 

di-di-P P.O: Paieee 

DEER P 

DICE BO 

DEAR EOE her 

DF+P P 

DF+R. 2 

DF+P. P 

DF+P P 
P. 
D 









































DF+P. P. 
DEER P 
d+P 
u+K+G 
d, ub 
d; U-EP 






















P+G 
b+P+G 
b, d+P+G 
F+P+G 

b, f+P+G 
df, df+P+G 
b+P+G 











continued 


Issue 1 | Dreamcast Solutions | 81 


| Ultimate Six 
Punch Combo 


PPPPPP 


This kind of six hit 
combo attack isn’t 
really the sort of thing 
you’d expect a Sumo 
giant like Taka-arashi to 
use but his sheer power 
makes it deadly! Taka- 
arashi moves toward 
his foe delivering huge 
punches. 


*, Taka-arashi is a famous 
“” Sumo wrestler in Japan, 
however his name is also 
synonymous with a brutal 


hy 


Take-orashi 


Date of Birth | 11 November 
1968 
Sex | Male 
Nationality | Japanese 
Height | Unknown 
Weight | Unknown 


Occupation | Ex-Sumo 
Wrestler 


Blood Type | O 
Hobby | Shougi 
Fighting Style 


Sumo Lunge 
Combo f. 


This is a great mid- 


9 Hip Throw P+G 3 
This throwing attack 
is simple yet very 
effective. Taka-arashi 


wy 
I+F, | 


4 * vt ce 


at 
T | 


The Sumo Hold is 


and vicious form of Sumo 
that is frowned upon by 
the sport’s elders. While in 
America Taka-arashi agrees to 
settle a bar dispute in an 
underground fight, which he 
wins easily. Shortly after this 
display of raw power Taka- 
arashi receives a invitation to 
the third Virtua Fighter 
tournament, his reputation 
extends even further! 

If you hadn't guessed, Taka- 
arashi is all about power and this 
is something that he has in 
massive amounts! He can finish 
off an opponent in a matter of 


LARASHI 


seconds with a few well chosen 
moves, in addition to this he 
also has a bucket load of 
throwing moves that put him in 
a league along side that of Wolf 
Hawkfield. However, as you can 
probably guess all this power 
comes at the expense of speed, 
and poor old Taka-arashi is easily 
the slowest of all the characters 
in Virtua Fighter 3tb. To excel as 


[1] The saying goes, ‘The bigger they are, the harder they fall’, but in this case it 
should be ‘The harder they punch’! [2] Just as Lau thought he had won the battle, 


Taka-arashi goes and feints on top of him! 


a) Open Palm 


BELcorle-Ciil melo) 


Attack {+P; 


6 na Lunge 


ru 


This attack is a great 


grabs his foe and hurls 
them over his huge hips 
and toward to the 
ground with amazing 
power. Use this move to 
really pummel an 

co} 0) oXeyaC=Jilmm uti ave Me t-] q=\-¥m wo) 
get too close, with your 
Iol=M-4 colt late (=1e xe) | (e\rivatel 0) 
with a ground attack. 
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range attack that can 
be used to finish off an 
Opponent whose energy 
is running low. Taka- 
arashi launches himself 
forward knocking his 
foe backward with 
every huge punch, only 
one punch is required 
iol da tolel @r-ln le) 9) eeu 
to the floor. 


another throwing 
attack, and is really 
quite simple to 
perform. Taka-arashi 
uses his huge body and 
power to literally crush 
his opponent to death, 
and once the move is 
Finished his foe will fall 
to the ground so you 
can do a follow-up! 


toward his foe lunging 
at them with a huge 
hand outstretched. This 
causes huge amounts of 
damage on contact! This 
version of the Palm 
Attack may not be a 
fast or graceful as 
Akira’s but it makes up 
for this with the 
massive power involved! 


counter strike as it’s 
fast and easy to 
perform and knocks 
your foe to the 
ground, which sets 
them up for a follow 
up attack. This move 
is best used directly 
after an opponent has 
failed to connect with 
an attack. 














a laka-arashi player you must 

learn to utilise his power and 

throwing attacks, and at the 

same time use the ‘move’ > Enemies can interrupt many 

button to set up chances where of Taka-arashi’s slapping 

you can actually use these moves, so be ready with a 
rack le hash b counterattack at all times! 

attacks. He as the power to De Nice pants though! 

champion, do you have the skill? 


T AABSHE ; as r onten 

























Poot 
PRRASHI 
ACKY 














"“Taka-arashi‘s easily the 
slowest-of all the characters” 




























Knee Blow Twin Hand Push Triple Smash Hammer Attack 
{+K eo f, f+P+6G Evade H+P+K 


The knee blow is similar This move takes the Taka-arashi grabs his The big man sidesteps 
to the Triple Smash, but Single Hand Push and Opponent and then before launching a huge 
this time Taka-arashi doubles it, meaning delivers three huge hammer-style attack to 
uses his huge knees to twice as much power blows to their mid- his now helpless foe! 
pummel his opponent EVate mantel c-mlanl elelae-lalahy section. Because this This move works best 
into submission. You twice as much damage! move is classed as a as a way of deterring 
should know that this On the down side this throw it’s best used at aggressive opponents 
move is not a throwing means that connecting close range or as a from rushing toward 
attack and as such can with the move counterattack. Don’t the Sumo giant, or used 
be blocked, or worse successfully is slightly forget that throwing when you are being 
still reversed by a quick more difficult. Practice attacks can’t be pushed toward a ‘ring 
thinking foe. this one! blocked. out’! 











General Attacks 


Punch 

Twin Punch 

Twin Punch into Sumo Slap 
Three Punch Death 

Four Punch Death 

Five Punch suicide 

Five Punch Super Combo 
Ultimate Six Punch Combo 
Low Sumo-Slap 

Low Slash 

Rising Punch Combo 
Kick 

Twin Slash 

Low Kick 

Hammer Attack Evade 
Back Knuckle 

Elbow Throw 

Elbow Combo 

Sumo Lunge 

Rising Punch 

Sumo Lunge Combo 
Sumo Lunge into Punch Combo 
Elbow Attack 

Twin Uppercut 

Foot Crush 

Single Hand Push 

Twin Hand Push 

Falling Axe 

Rising Smash 

Super Rising Dragon 
Open Palm Attack 

Twin Open Palm Attack 
Palm Push 

Sumo Smash 

Triple Pen Palm Attack 
Low Sweep 

Inward Kick 

Knee Blow 

Dashing Kick 


Grounded Stom 
(Opponent must be on Floor) 


Grounded Smash 
(Opponent must be on Floor) 


Twin Grounded Smash 
(Opponent must be on Floor) 


Throwing Attacks 


Hip Throw 

Lunging Forward Throw 
Lunging Forward Throw 
Sumo Hold 

Sumo Hold into Throw 
Sumo Hold into Floor Smash 
Sumo Hold into Hip rush 
Sumo Hold into super Throw 
Late starter Throw 

Triple Smash 

Head Thrust 

Face Smash 

Sumo Throw 

Huge Hug 

Head Grab & Follow-up 
Super Hip Toss 

Sumo Lunge 

Lunge into Throw 

Lunge into Trip 











P 

Fale 

PePuiP 
palrales 
ele 
PaPeRyRie 
PR Pubs Ralicat 
Pe Pe erate 
d+P 

d+P+K 

Gi PAP 

K 

D+P+K, P+K 
d+K 

b+P+K 

P+K 

F+P Ff, b+P+G 
F+P P 
f, F+P 

df+P 

fe F-PeP 
fatter le 
F+P 

df, df+P 

b+K 

b+P 

b, F+P 
do+P+K 
dF+P+K 
DF+P+K 
f+P+K 
f+P+K, P 
Db; f-FP. 

D, +P 

ft P+ haope 
d+P+K+G 
df+K 

F+K 
Dashing+P+K 
df+K 


df+P 
df+P, P 


P+G 

P+K+G 

P+K+G 

b, f+P+G 

b, F+P+G, b+P+G 
b, f+P+G, d+P+G 
b, F+P+G, do+P+G 
b, f+P+G, P+G 
d+P+K+G 

f, FtP+G 
db+P+G 

df+P+G 

D, b+P+G 

Ff, F+P+G 

b, F+P+G 

b+P+G 

F+P+G 

fF+P+-G, b+P+G 
fF+P+G, d+P+G 
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] Twin Punch into 
Elbow Smash 


This uses Wolf's brute 
Force to really cause 
huge amounts of 
damage to the enemy. 
This three hit combo 
may not be as fast as a 
similar move for say 
Sarah Bryant of Pai 
Chan but the power is 
far greater and it really 
hurts! 


9 Flash Suplex 


This move incorporates 
pure wrestling skills to 
perform a back suplex. 
This move is both easy 
and powerful making it 
perfect for close range 
combat. The best way 
to set yourself up for a 
throwing attack is to 
use the ‘Move’ button, 
here you can dodge 
your foe then counter. 
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Mid Attack 
Reverse 


FRESS START BUTTOR 


mite 


Dreameast 


WolF Hoawkfield 


Date of Birth | 8 February 1966 
Sex | Male 
Nationality | Canadian 
Height | 1.81m 
Weight | 110kg 
Occupation | Wrestler 
Blood Type | O 
Hobby | Karaoke 
Fighting Style | Pro Wrestling 


*, Wolf is a man of 

.” nature, he lives and 
works in his native Canada 
using the forces of nature 
as his training aids! One 
night Wolf had a vivid dream 
and after consulting a local 
fortune-teller he decided that 
it was his destiny to enter the 
third Virtua Fighter 
tournament! The fortune-teller 
told Wolf it was a path of his 
life that he could simply not 
ignore. Maybe Wolf will find 


what his path is at the 
tournament. 

Wolf is a pro wrestler and as 
such has a huge arsenal of 
throwing moves to choose 


ie 


oR 


eT ee 


ioe: 


I 
i 


pa 


bo 
. 


3 Grab h Dashing 
It’s more a case of Shoulder Assault 


what this move 
leads to than what it 


from, all of which are extremely 
powerful! The biggest problems 
that players tend to run into 
when playing as Wolf lie his lack 
of a high punch or kick reversal, 
and this can make life difficult 
when playing against the 
game's more aggressive 
characters like Jacky, Pai and 
Lau. To become a Wolf expert 
you must concentrate on 
getting those throwing attacks 
perfected, then learning to back 
them up with a solid array of 
regular attacks. You must also 
learn to use the ‘Move’ button 
to manoeuvre yourself into a 
position were you can use 
Wolfs powerful 

attacks effectively. 


§ Twin Rising 
Punch 


Here Wolf uses his huge 


initially does. When you 
perform this move you 
can then go on and 
perform a second move 
in the chain to form a 
deadly throwing combo 
attack. These are the 
hardest of all Wolf's 
moves, but as you’d 
expect they are also the 
most powerful. 


Wolf launches himself 
toward his opponent’s 
shoulder and causes 
huge amounts of 
damage. The other 
EYol Vale: bie) adel maa tey (= 
is that it can be 
performed from 
medium range making 
it versatile as well as 
deadly. 


IF you can anticipate 
when your foe is about 
to launch a strike, and 
use this against him 
you'll be very difficult 
to beat. If you can 
establish this part of 
your game from the 
outset you'll have your 
opponent on the back 
foot from the start. 


fists to strike his foe 
twice with amazing 
power. This move is 
best used at close 
range as you'll get the 
full effect of the move, 
and score a certain 
knock down. Don’t 
forget to follow up 
with a ground attack 
for that extra damage! 








wee) () Cet 


tricky to master either. 


real trouble. (3) Err. . 


Mid-air Kick 
uf+K 


This move is not 
without risk, and you 
must be aware of this 
before you try and use 
it in a battle situation. 
The most important 
thing to remember is 
that if you miss with 
this move, or worse still 
it is blocked, you are 
going to be wide open 
to a counter-attack. 


Many of Wolf’s moves rely on brute 
force for their effectiveness — and he’s 
got plenty of it! His moves aren't too 

A shoulder 
harge from a man like Wolf would be 
enough to put most of us in hospital for a 
week! Lion is a weaker character, so has 

. your face or mine? 


Rolling Kick 
bh, f+K+G 


This is deadly and one 
of the toughest moves 
in the game to block 
effectively when used 
at the right time. This 
move can be used from 
medium or long range 
which makes it the 
perfect weapon for a 
surprise strike, 
elcenVicollarem\celeimeloli Ms 
over use it. 


arsenal of ciowing 
~~ moves to choose from” 


Punch Evade 
P+M 


Wolf shoes us a 
different side, he 
sidesteps his foe before 
delivering a punch. This 
move works best as a 
‘wake-up call’ for an 
opponent who thinks 
they have you on the 
back Foot. As they 
move in for an attack 
simply use this move to 
avoid the attack. 





Grab into 

Stance Change 
into Suplex {+P 
+G, [+P+G, P+G 


This move is used to 
change your stance 
after you have 
performed the ‘grab 
move’ mentioned earlier 
in this top ten. This 

EV Coyitcmi ole do malaria 
another throw on to 
the combo. 





General Attacks 


Punch 

Punch into Kick 

Twin Punch 

Twin Punch into Elbow Smash 
Twin Punch Super Combo 
Twin Punch into Throw 


Twin Punch into Rising Punch 
Elbow Crush 

Low Jab 

Low Punch 
Clothesline 

Kick 

Twin Kick 
Evading Kick 
Cutting Strike 
Low Kick 

Low Power Kick 
Swing Punch 
Rising Punch 
Twin Rising Punch 
Uppercut 

Body Smash 

Twin Body Smash 
Turning Punch 
Devil Clothesline 
Drop Shoulder 
Hand Chop 

Back Knuckle 
Mini-Drop Shoulder 
Low Leg Smash 
Lifting Knee 
Mid-air Kick 
Moving Side Kick 
Dancing Lunge 


_Rolling Kick 


Punch Evade 

Super Clothesline 
Reverse Back Smash 
Flashing Fist 

Flying Knee Assault 

High Attack Reverse 

Mid Attack Reverse 
Dashing Shoulder Assault 
Grounded Elbow Strike 


(Opponent must be on floor) 


Grounded Falling Elbow 


(Opponent must be on floor) 


Grounded Elbow Smash 


(Opponent must be on floor) 


Throwing Attacks 


Vertical Suplex 

Body Smash 

Rotating Swinger 

Side On Suplex 

Arm Lock Suplex 

Body Drop 

Falling Death 

Wrist Screw 

Arm Bar into Breaker 
Arm Takedown 

Wall Smash 

Grab 

Grab into Suplex 

Grab into Punch Smash 
Grab into Neck Crush 
Grab into Power Smash 
Grab into Stance Change 


Grab into Stance 
Change into Suplex 


Grab into Stance 
Change into Face Push 


Grab into Stance 
Change into Palm Assault 


Grab into Stance 
Change into Suplex 


Super Smash 
Power Slam 
Ground Grab 
Arm Bar 
Flash Suplex 








POS hae] 
a 


PP F+P 
PP f+P b+P 


Php (ER 
db+P+K+G 


PRA 
b+P 
d+P 
D+P 
df+P+K 
K 

K, K 
K+M 
K+G 
d+k 

f, d+K 
do+P 
df+P 

D, f+P 
DF+P 
f+P 
F-RRSP 
fF, 6+P 
f, b+P P 
b, F+P 
uf+P 
d+P+K 
b, F+P+K 
df+Kk 
f+K 
uf+K 
df+K+M 
fF+K+G 
b, F+K+G 
P+M 
F+P+M 
P+K 
f+P+K 
f, F+K+G 
bo+P+K 
do+P+K 
Dash+P+K 
d, U+P 


df+P 





u+P 


P+G 

df+P+G 

b, F+P+G 
d+P+K+G 
db+P+K+G 
df+P+K+G 

df, dF+P+G 

f, b+P+G 
P+K+G 

fF, F+P+G 

f, b+P+G 
fF+P+G 

f+P+G, 6+P+G 
fF+P+G, do+P+G 
f+P+G, df+P+G 
f+P+G, P+G 
fF+P+G, f+P+G 





F+P+G, F+P+G, 
b+P+G 


fP+G iE P+Gi 
df+P+G 


fF+P+G, F+P+G, 
F+P+G 


f+P+G, F+P+G, P+G 
uf+P+G 

df+P+G 

d+P+G 

by bvFEP+G 
b+P+G 
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You'll need these controls 
to take out the armies of 
the undead! 


» Throughout this 
walkthrough you'll find 
Original Bonus boxes. These 
show you where the power- 
ups are hidden in the Original 
mode of the game. These 
power-ups aren’t available in 
the other modes. 


Fire Weapon 
Reload Weapon / Skip Cut scene 
Reload Weapon / Skip Cut scene 


Not Used 
Not Used 


Not Used 


A Prelude 


Location: City Streets 

Civilians Needed 

For Life Bonus: Five 

» After receiving a garbled 
phone message from their 
roo) | (=: 5-40 (Co Lofelt Ls 
something happening in the 
city, Gary and James decide 
to investigate. Riding into 
the outskirts of the city in 
their car, there certainly seems 
to be something wrong — the 
streets are empty and the 
whole place is eerily quiet. As 
they head to their meeting 


Pause/unpause 


Not Used 


The Desd 2 


Publisher 
Developer 
Origin 
Price 
Genre 
Released 


Sega 
In-house 
Japan 

£39.99 
Shoot-'em-up 
Out now 


one-two 
players 


¥ Qe? 
% 


light Qqun 


Jump peck 


B \Seve position ~3 
} Logo wens play ~? | eat) 
Mini game ~ 
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‘ORIGINAL BONUS 2 








ake) ae(=t-We) md alomUlave(=t-le Meloy Al alsaeodaciclamexele 
and a deserted city — it’s either a night out 
in Bournemouth or a great new game from 
Sega! Grab your gun and come with us as 
we take you through the game... 


with G, neither of them spot a 
strange creature watching 
them from above... 


Area One 


After the flying demon 
confronts you, take out the two 
Davids that stand in front of 
you as you leap out of your Car 
then go for the distant Davids 
at the end of the street for 
extra points. As you turn left 
relate Moll Kola elou lle) ¢<1sVAR VOLUN Mole 
Set upon by two more Davids — 
kill them and then watch out 
for the ambush from another 
David as you inspect the dead 
body. As you go further into the 


» After you enter the library, 
quickly shoot the candelabra 
on the ceiling to make a 

bonus item fall out. Take out 
the Davids and then pick up 


the bonus when the camera 
turns back to the middle of 
the room. 











OUSE 
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Se 


POESS START SUTTON 
Tere CLAY 


iele)palerc a B)<\\7(eu oe) Omer emuce)an 
behind a table on the left while 
another one comes from the 
right, With those gone you can 
go and talk to G slumped at the 
end of the room. 


Area Two 

After you get G's diary the 
window behind you will be 
smashed by a Johnny, followed 
closely by a David — get rid of 


the Johnny before he hits you 
with his axes before killing the 
David. You'll pass through the 
broken window, too late to 
save the civilian being attacked 
by aJohnny. Don’t try to save 





him — just kill the Johnny and 
follow the camera left to the 
Female civilian in distress. 
Watch for her stepping out 
cepa elon) ine i uatom Oi elenclare me vlan 
carefully to blast the David 
that chases the poor girl out 
fo) Mh plomsiplele(@\ Wise 








Here’s an intro that sets 
the tone perfectly — now 
don’t be scared! 


Area Three 


lMatem mein etel(omenvlitelamereyl ales 
towards where she came from, 
asking you to save her friend. As 
the camera turns left, quickly kill 
the David closing in on the man. . 
in front of the well then prepare 
for two more — take out the one 
on the left first and then the 
right-hand one. When you saved 
the civilian you'll pass through 
the arch at the back to find 
another man who needs 
rescuing. Blast the David 
igUlalaliaremeletene\cialiare maligamaalclalels 
ready for the Johnny and David 


ORIGINAL BONUS 2 


* As the male civilian in front 
of the well falls to the floor 
to avoid the two Davids 
attacking him, shoot the 
bucket hanging over the well. 








that spring out to theteft of you 
kill them and then go through 
the gap in the wall,ahéad. 


Area Four 


Allowing either of the civilians 
to die forces you to pass 
through the large set of gates 
ahead — if the girl snuffs it, 
you'll also have three other 
zombies to get rid of before 
the gates open. Another three 
zombies will break down the 
gate to attack you so blast 
them all and head through the 
arch. Turning to face the 





You’ll only get a chance to 
collect the bonus item that 


appears if you manage to 
save the man. 


> If you’ve got ( 


LIGHTGUN 


a gun, here 
~ are the 


controls! 


Fire Weapon / Reload Weapon 


(when pointing off-screen) 


whatever is going on! 





“A top notch 
shooter that’s 
even hetter 


> No-one really knows what’s 

going on in the city but you can 

be sure that the people sent in to 

find out are the best! Meet the heroes of the game, as well as 
some of the nasty creatures they can hope to encounter 
throughout the adventure... 


Gary 


The younger member of the 
team, Gary is the brains behind 
the investigation. He might not 
have the experience that James 
has but that doesn’t mean he 
can’t get to the bottom of 


A man of experience and 
courage, James has seen many 
nasty things in his time. He’s 
certainly got nerves of steel 
but we doubt that anything 
can prepare him for what he’s 
about to find out! 


Harry and Amy Goldman 


Skip Cut scene 


Pause / Unpause 


The ‘father and daughter’ pair 
of the game, Harry and Amy 
are two more members of the 
special unit assigned to 
investigate the occurrences in 
the city. They’ll provide you 
with help whenever they can. 


A evil character through and 
through, Goldman is the one 
behind everything that is 
going on. He funded 
Curien’s experiments in the 
first game and now he’s 
back for more! 
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fountain on the right, take care 
of the four Frogs that leap out 
of the water and then the 
sfolaiaia\varclaie Ma Wya\ (0 ualel Ware (@omn 010 
before you can pass through 
Malou (@lele (ei gie (O10) F 


Area Five 


Whichever path you've taken 
through this level, you'll find G's 
bloodstains on the ground — 
Clearly, G came from this 
direction and whatever it was 
that attacked him is up ahead. 
Just as you spot the dload, a 


grate will burst open and a 
swarm of Maggots will pour out. 
Blow all their heads off and then 





>» Immediately after blasting 
the two Ebitans on the 
bridge, the camera swings 
right and points at two jars 


against the wall on the right. 
Blow them open - most of 
the time, the second one 
contains a bonus item for you 
to collect. 
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a 


you've let any civilians die, a Max 


will also emerge from a doorway 


on the right. Watch out for the 
mo)pTalavmagicey i iaremte) cosmo (e)V10) 
from above and then blast the 
two Ebitans that jump up in turn 
as you cross the bridge. 


Area Six 


Just over the bridge, hold your 
fire as a young Civilian bursts 
Out a doorway on the left - 
get ready to shoot quickly 
though at the two Johnnys that 
chase him out as you can kill 
them easier before they start 
running towards you. Two 
Randys jump out a grating in 
the floor ahead — aim carefully 
as they move about quite a bit 
and can prove to be tough 
targets. There are a large group 
of zombies ahead to kill; two 
attack from below and then 
another three drop down from 
the bridge above so shoot 
them before they hit the 
ground. With the onslaught of 
YAO) A010) (cis@l exe {o10 FN (010 | Be) O10] me) 
female civilian hanging onto 
the bridge ahead with a David 
threatening to crush her with a 
barrel. Shoot him quickly to 








*) 
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Watch out — here come the Zombies! 
tlon’t shoot them quickly. *) Be reatly for these two zombies as the camera whips 
round quickly to face them. ‘”! Blast the worms — now! |%! This civilian is quite easy 
to rescue as long as you take aim carefully and shoot quickly. 


"ah PRESS START BUTTON 


FRET PLAY 


These frogs can cause a real pain if you 


prevent her from being hurt 
and then wait until she jumps 
down from the skip below to 
get rid of one last David 
jumping out from the right and 


save her. Once you've received 
a Life-Up from her, you'll turn 
left and head up the stairs, 
passing through the arch to 
the open street beyond. 


[BOSS FIGHT ATryn my ae: 


» After another threat from that flying demon you met at the 
beginning of the level, you'll find out exactly what it was that 
nearly killed G! Judgement is a huge headless suit of armour 
carrying an axe the size of... well, a very large axe and going 
from his actions, he isn’t going to stop until you’re split in two! 
As you can tell from G’s diary, you shouldn’t be aiming for 
Judgement’s body because his weak point isn’t on him but 
rather on the demon controlling his actions. 

Although you can try to shoot at the demon as it flies around 
the screen, the best time to hit it is when Judgement raises his 
axe to strike you — the demon hovers over his head for a second, 
giving you a clear shot at it. You'll need to hit it quickly because 
if you miss or pause for too long, Judgement will bring his axe 
crashing down on your head! The more times you hit the demon, 
the faster it will move about - concentrate your fire on 
Judgement’s main body (you'll only do very small amounts of 
damage but there’s a chance the demon will fly into the path of 
your fire) and then go for the demon as Judgement attacks. 

When you’ve managed to hit the demon four or five times, 
Judgement will fall to the ground and you'll go into a one-on- 
one battle with the demon itself. It has three forms of attack, 
all of which involve it flying towards you - either bobbing up 
and down in the middle, dodging left and right in the middle 
or swerving in a wide arc to the left or right. You need to shoot 
it in mid-air before it slams into you and does you damage; if it 

does hit you though, you can 
shoot it straight afterwards 
when it hovers in front of you 
laughing. Try to track it with 
your sights as it flies in, 
particularly if it goes wide to 
the left or right - once you 
land three more hits, the 
demon will scream in pain 
before collapsing to the 
ground. 














LE" atl 
Muddy 
Location: City Streets/ 
Sunset Bridge 


Civilians Needed 
For Life Bonus: Five 


» With the death of 
Judgement, Gary and James 
are left with a few 
questions, What is going on 
here? Who is Goldman, the one 
mentioned by the demon as it 
died? Before they can think of 
any answers, Harry and Amy 
210) O\ere] KOM aT o]| ONO 


Area One 


The level opens with you 
spotting a car speeding down 
the street... and it’s coming 
straight for you! You'll have to 
save the driver by blasting the 
zombie on the bonnet of his 
car — after he screeches to a 
halt, you'll move on. Quickly kill 
the two Davids that jump out 
of the van on the left and then 
move up the stairs on the right 
— as you continue, two Davids 
relate rel (O)a]a}ah’anW/l| Mel felanlelol ane) ayn) 
the roof of another van so 
shoot them to turn right down 
the street. 









» Just after you save the 
civilian in the car at the start, 
shoot the rear doors of the 
blue van to the right as his 
car swerves round. When the 
man has shown his gratitude, 
the camera will move left and 
you'll have a chance to collect 
the bonus. 





Area Two 


Not saving the driver of the car 
sends you through into the 
jewellery store where he 
crashed. Be ready to save the 
civilian being attacked by two 
Kageos on the left and then pass 
through the door at the rear to 
face two more Kageos. A pair of 
Randys follow them and then 
when you reach the end of the 
passage, there’s a Max hiding in 
a alcove behind you. Turn back 
down the corridor and kill the 
DEeWite relate WW (e)p alaNvara|aeel@ Ml eleif0)=) 
saving another civilian from a 
Kageo in a room on the left. 
When you've spotted the trouble 
on Sunset Bridge, move into the 
back streets and kill the Johnny 
who comes through a doorway 
on the right. 


Area Three 


Turning the corner to the left, a 
Mickey will drop down to attack 
— blast him in mid-air and then 
move along to kill two Davids 
who pop out from the right. As 
you head down the stairs, wipe 
out the swarm of Murrers that 


appear and then watch for the 
Bob who tries to surprise you 

by jumping through the door. 
Kill the two owls that descend 
from above and blast the Mickey 
jumping down on the other side 
of the arch; there are two 
civilians just around the corner 





that are quite tough to. save so 
go for the two zombie attackers 
quickly before they both die. 
After this, you'll move out onto 
the waterfront — you can save 
the girl behind the gates but it 
takes a little practice to shoot 
through the bars. 
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It’s best to go for head-shots against these Ebitans — they tend to attack from 


very close range. 
come across! 
jump out to try and tear you to pieces! 


Area Four 


IF you don't save the girl, the 
camera turns around — kill the 
group of Ebitans that emerge 
from the canal before moving 
along a little to face another 
group. As you enter the arch 












» If you manage to save both 
the old civilians from the 
oncoming zombies, the old 
man will present you with a 
bonus item as a reward. 


The most common zombie in 
the game, David isn’t really a 
zombie — he’s one of city 
people gone bad. Mutated by 
Curien’s chemicals, he’s only 
after one thing... your blood! 


Wise to the fact that the best 


way to kill a zombie is a 
head-shot, Ken wears his 
designer mask to keep him 


safe. Don’t just stand there — 


blast it off! 


With their twin chainsaws, Max zombies are NOT nice people to 
Think fast; the hack of the van springs open and two David zombies 


to the left, kill the David that 
appears and then save the 
civilian across the bridge from 
the Johnny that’s chasing her 
through the door. Blast the 
two Ebitans that jump out of 
the canal from the left and 
then wait for two more 
Ebitans to drag you into the 
water before blasting them. 
Make your way through the 
canal, killing the piranhas who 
attack you and then blowing 
away the Johnny who appears 
from the left. 





Another result of the city 
being infected, Johnny has 
mutated into a pure killing 
machine. With his twin axes in 
hand, he’s all ready to carve 
you up! 


i 
Ebitan 
Living underwater hasn’t done 
much for Ebitan’s complexion. 
His slime-covered body tends 
to petrify people long 
enough for him to get his 
hands on them! 


90 | Dreamcast Solutions | Issue 1 
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Area Five 


A little Further along the canal, 
Wom DY \ (CW illme ce) Ome (@)QV aia] Ke) 
the water to attack you. Kill 
them and then save the civilian 
in the boat that drifts in from 
the right — the Ebitan that is 
attacking him is quite easy to 


Rantly 


Long claws on each hand, a 
metal mask to protect his 
head... Randy is one zombie you 
don’t want to mess with. He 
usually hunts with friends so be 
prepared for a tough fight! 


There isn’t much of him but 
don’t let that fool you — he’s 
dangerous! The original 
zombie from the Curien 
Incident, he’s fast and 
vicious... a real monster! 


ao 


ri, 


nS 


lh 
kill. Walk round the boat and 
blast another Ebitan then climb 
the ladder out of the water and 
kill the Max who attacks from 
the right. Just ahead is Harry 
and Amy who are having 
problems of their own — as you 
approach them, kill the David 
who appears on the right and 
then move forwards to take on 
the Hierophant. 


If it’s horrible mutations that 
you’re after, they don’t come 
much more horrible than this. 
Armed with a pair of 
chainsaws, don’t be surprised if 
you lose an arm along the way! 


A little bit too nimble for his 
own good, Mickey is an expert 
with knives. After leaping 
around for a bit he’ll try to 
bury one of them in your head 
so watch out! 


- Weds 
omg 
r — : 
bef r>y | 
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4 = When you’re dragged into 
the water, make sure you save 
the civilian in the slow- 
moving boat. When the boat 
comes to a halt, a bonus item 
will fly up from the rear of it 
— you'll have to shoot it 
quickly before it Falls back 
into the boat! 


Area Six 


When you rescue the girl 
behind the gate, she'll tell you 
the directions to Sunset Bridge. 
Move through the chamber, 
killing the Bob that breaks 


Don’t call him a gimp - that'll 
only make him angry! Bob has 
a thing for leather but that 
doesn’t hold back his taste for 
human flesh. Beware of the 


He might look much like John 
Hurt but he must have seen 
Alien a dozen times! IF you 
leave Peter for too long, he’ll 
shoot a nasty worm at you out 
of his chest... ooh, nasty! 





through the barrels and then 
passing through the wooden 
door and blowing away the 
three Demi-Kageos that come 
through the lower half of the 
door ahead. In the store room, 
watch out for the three Kageos 
attacking from the right as well 
as the Max bursting through the 
shelves on the left and the 
Randys in the boxes around the 
corner. The camera moves right 




















>» You can’t really miss it — the 
bonus item is sitting in the 
water on the far right as you 
enter the room to the right of 
the cabinet. 





ry 


(unless you decide to shoot the 
Fragile-looking cabinet on the 
left of the door ahead) and 
through a door in a shallow 
water-filled room. Three Demi- 
Kageos attack from the front as 
well as a shoal of piranha fish 
before you pass through the 
door on the left. 


Area Seven 


Quickly kill the Kageo waiting 
on the other side of the door 
and then move through the 
passage to the waterfront. Blast 
the Johnny.and Davids by the 
bridge and then cross the 
walkway to the other side of 
the canal. There's a civilian on 
the other side of a window 
ahead — if you manage to save 
atcl@unce)palmdatous(olalala\varclaremBya\ vice 
bearing down on her from 
behind, she'll come out and 
give you a Life-Up pack; if not, 


you'll be attacked by another 
David. Watch out for the three 
Ebitans jumping out of the 
canal as you turn the corner on 
the left; when two more have 
jumped up and pulled you into 
the canal with them, blow them 
away too. A boat approaches 
from the left carrying a Bob, 
David and Johnny = start 
shooting immediately and you 
can get rid of them before they 
leap into the water to get you. 
There’s one more Ebitan to kill 
before you can climbo out of the 
canal and head down towards 
Sunset Bridge but watch out 
for the Max bursting through 
the doors on the right. 


Area Eight 


Blasting the cabinet reveals 
another passage — kill the 
Kageo who appears from the 
left and then enter the door at 
the side. There are another two 
Kageos hiding behind the door 
sO shoot them when the 
camera turns right and then get 
rid of the group of Slithers that 
hangs from the ceiling behind 


ss 
fee cs - = ine» wits ‘ a” 
Pre h OTF R 


Vo\0 pn @]0| uke) mv al ome (010) gral alarele 
you'll find a civilian in danger — 
kill the Kageo attacking him and 
then take care of the Bob 
standing to the right. Move 
down the passage to the left 
and kill the two Ebitans and a 
Bob who arrive on the walkway 
(o)alr- oe/-|me\o1K@) (ou aUlaleliarcare) elated 
and over the bridge to the 
other side. Save the civilian 
from the pursuing Johnny and 
then quickly take care of the 
Max who bursts through the 
doors on the left. 


Area Nine 


As you turn the corner, kill the 
Nle)alalanvanain\enre| ©) Olere| som late] 
window above before he can 
throw axes before walking 
down the steps into the shallow 





— poess 


water. Blast the piranhas and 
then turn another corner to 
Face a large group of Ebitans 
who jump out of the canal. 
When they die, head up the 
Stairs and blast the two barrels 
before they're thrown at you — 
climbo the steps a little further 
to find the two Bobs who were 
carrying them. Blow them away 
and move forwards, taking care 
of the four feasting zombies 
and then turn left onto the 
bridge to meet the Hierophant. 


Area Ten 


As you climb the stairs into the 
upper street section, a Mickey 
jumps in from above to 
welcome you — blast him in 
the air before he lands on 
you. When he dies, two 
Randys burst out of a window 
to the left so be ready as they 
can prove a little tricky. Watch 
for the owls from above and 
then blast the two Davids 
around the corner to save a 









* When you enter this back 
street alley, saving the 
civilian there will cause him 
to give you a bonus item. 
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civilian behind the door. The 
Johnny on the balcony above 
needs to be killed quickly 
before he can throw his axes 
at you and then there are two 
more owls to blast before 
running down the stairs to the 
walkway below. Two Mickeys 
jump down to block your way 
after which there’s a key on 
the floor by a dead body 
Shoot it to pass through the 
gates ahead. Blast the Bob 
with the barrel on the right 
and then be ready to save a 
child civilian who runs out, 
being chased by another Bob. 
When he’s saved, run into the 
store on the right and kill the 
two Kageo in front of you 
before turning left = shoot the 
lock once to open the door 
and then kill the Kageo who ts 
about to attack the civilian, 


‘ORIGINAL BONUS 6 


» Move down the narrow 
street and kill the Mickey that 
drops from the rooftops then 
blast the doorway at the far 
end of the passage - if you’re 
using bullets of 1.5 calibre or 





more, it’ll open. When the two 
Randys that jump out are dead, 
a man will appear and give you 
a really great bonus item! 
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17] If you save the civilian from the Johnny, you'll also need to fend off the attacking 
Max that follows! [2] Watch out for the axes being thrown down by the Johnny from 


ret 


above. '2) More Ehitans... ewww! '4] The Bobs near the bridge can be tough to kill! 


Area Eleven 


Not shooting the key forces 
the camera left to face the 
clock tower — blast the two 
Randys that drop from above 
and then venture inside. 
There’s a huge group of 
Kageos to blast on the left as 
well as nasty Slithers hanging 
on a cog to the right. Climb 
the stairs but be ready to save 
the civilian on the central 
section that’s under attack 
from a Johnny. There's also a 
Max waiting for you at the top 
ol=]Ke]comelUmenclanlelo mele) VaMaale 
ladder to the area below. Save 
the civilian from the Kageo on 


the left and then head 
through the gates to the canal 
walkway beyond. 


Area Twelve 


Not saving the child civilian 
from the Bob sends you 
through a door into the house 


ORIGINAL BONUS 7 





After climbing the stairs to 
the top of the clock tower, kill 
the Max and quickly shoot the 
box behind him to reveal a 


bonus item. You'll have to 
collect it quickly before the 
camera swings to the left! 


Hierophant (Type B 0S) 


Wooden Walkways Location 


* This can a tricky fight, if only because of the close proximity 
of the creature. You’ll need to keep shooting Hierophant in the 
heart when his chest opens to hurt him - if you miss, he'll keep 
getting closer to you until he can strike with his trident so keep 
hitting him to keep him at bay. Once you’ve done him some 
damage, he’ll start to spin his trident around and summon a 
shoal of piranha fish who attack from all sides. You’ll need to 
try and shoot his chest as he sways from side to side as well as 
shooting the fish who leap up to attack you — this can prove a 
little difficult. When you’ve hurt him some more or he has called 
forth three waves of fish, Hierophant will go for his last attack. 
Watch for him jumping up into the air and trying to come down 
on your head with his trident — to stop him, you'll have to shoot 
his heart while he’s in the air although his chest still opens and 


closes which can make it tricky. IF you miss, you’ll have a chance 
to hurt him when he stops to laugh at you; of course, this also 
means you'll have lost some life! Eventually, you’ll blast him 
enough to send him crashing to the floor and back to the deep 
where he belongs. 
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on the left. There are two 
more civilians here to save — a 
girl being attacked by a Kageo 
on the left and a boy with 
three Demi-Kageos bearing 
down on him. Whether you 
save them or let them die, 
you'll turn left to face two 
more Demi-Kageos before 
heading through the door at the 
side into another room. Watch 
for the Randys coming through 
the door on the left and the 
Bob ahead before going outside 
and facing a Mickey. The 
camera will now move inside 
atom KO) W clmrela(OMVO\UN | Molpluclarc IEE 
that takes you up. 
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Area Thirteen 

At the top of the lift, you'll find 
three Davids waiting for you — 
blast them and get the Johnny 
that appears after them. In the 
first pillar room you'll have to 
deal with a swarm of Murrers 
that come from the side as well 
as a Man that quickly follows; 
after this is a corridor where two 
Randys jump in through the 
window. Further down the 
corridor into the next room, 
there are two Kageos waiting for 
you — kill them and then climb 
(o(o Vian aaron (cle(@ (cle kel iaemele| Ma upls 
two Ebitans at the bottom 
before facing the Hierophant. 


‘ORIGINAL BONUS 8 





» As you enter the room, 
quickly shoot the rat on the 
floor before the Kageos jump 
out. When they’re dead, the 


rat will lead you right into an 
area with a bonus item in it. 





BOSS FIGHT Fe Tu is 


Sunset Bridge Location 


> This fight is similar to the one on the wooden walkways 
except that the location gives Hierophant a bit more of an 
advantage over you. However, Sunset Bridge also makes taking 
on the monster somewhat easier for a number of reasons. 
Firstly, as long as you keep shooting his heart the Hierophant 
stays much further away from you meaning it’s harder for him 
to hit you. He’s also a sitting duck when he calls forth the 
piranhas to attack you — instead of standing still he jumps into 
the water below, allowing you to shoot down from above. 
However, Hierophant’s jumping attacks are a little tougher to 
counter due to the fact that he doesn’t always attack from the 
front. When he dives off the bridge, James (or Gary) will shout 
which direction he’s going to come from — quickly aim and shoot 
to knock him out of the air before he nails you with his trident. 














Not shooting the lock on the 
door forces you to head right 
to face three Demi-Kageos who 
Ourst through the door to the 
side. Blast them and run 
through the door to face two 
Kageos followed by a Max who 
emerges from the door at the 
far end. When they're all dead, 
you'll go left through a door 
and down a flight of stairs. 


Area Fifteen 


After you've saved the civilian 
from the Kageo, you'll enter the 
room beyond — kill the four 
Murrers who attack from under 
the rug as well as the Demi- 
Kageos who drop in through a 
vent in the wall. You'll then 
head through the door on the 
left and down the stairs to the 
back street below. 





Darkness 


Location: Canal/ 
Underground Passage 
Civilians Needed 

For Life Bonus: [hree 


* The only way to reach the 
other side of the city now 
that the bridges are out is 
by boat. Luckily Harry and Amy 
have managed to get hold of 
one so Gary and James jump in 
~ Goldman's behind everything 
that’s going on so they head for 
his headquarters. 


Area One 


Fighting the Hierophant on the 

wooden walkways leads you to 
the left-hand side of the canal. 

As you pass through the gates, 

blast the two Ebitans that jump 
Out in turn at you from the 





water and then kill the two 
Davids that drop down from 
the bridge above one after the 
other. Suddenly, a speedboat 
races around the corner — this is 
your only chance to save the 
Civilian on board from the Bob 
attacking him because by the 
time it turns away from you, 
the Joe on the back of the boat 
will block your line of sight. Kill 
the Joe and then watch for the 
Bfo)alaia\aurcla\ellecarelamuslomarelalmne)y 
your boat as you chat to the 
civilian. Shoot another two 
Johnnys on a walkway above 
the gate and then head through 
the now-open waterway. 


Area Two 


Moving past a walkway on the 
left, kill the line of zombies 
along it aS you move past so 
that they don't all attack at 
once. Be careful of the large 
swarm of Ebitans hanging 
about in the water to the right 
as they can prove hazardous to 
Vell mn atsrelluaure tale muatcra ie Ul(e.¢N 
shoot the two Bobs on the 
bridge on the left ready to 
throw a couple of barrels in 


» As you head down the 
canal and the camera whips 
round to face the three 
oncoming piranha fish, 
quickly shoot the door in the 
background. It’ll fly open and 
reveal a bonus item - usually 
a Ray-Gun. Collect it quickly 
before the piranha attack! 
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your direction. Kill the three 
piranhas behind the boat and 
then take the boat along the 
canal to the next dock — watch 
no) qd plo DY-\ VO al plom anl(elelle 
surrounded by a pair of 
stronger Bobs. With these three 
dead, the boat turns the corner 
and pulls up alongside a stone 
dock to the right. 


Area Three 


IF you fought the Hierophant on 
Sunset Bridge, you'll enter the 
canal from the right-hand side. 
Move through the gates and 
blow off the heads of the three 
Ebitans in the water to the 
side. As the boat continues 
along, you'll pass under a 
bridge from which a David will 
drop down and try to kick you 
— kill him before he has a 








{5) This close-up attack from a Johnny can be quite tough to fend off so shoot quickly 
to get rid of him. ©) Taking on large groups of Ebitans might be bit hard — go for each 
Zombie as it attacks. 7) It’s a good job that Harry and Amy managed to get hold of 
this boat or you'd never make it down the canal! 


chance to. A little Further on, a 
Johnny stands high on the left 
throwing axes down you; when 
he dies there are two owls to 
take out and then you'll turn 
right, where there's a civilian to 
save if you can kill the two 
Ebitans going for him in time. 
Watch for the Ebitan leaping 
from the water as you pass 
under the bridge as well as the 
Bob who throws a barrel at you 
if you don’t shoot him in time. 


AiUiaallaseatelcelelale Pue)tcl- en aslem ave) 
Ebitans and the shoal of 
piranha in the water then 
Swivel round to face the 
oncoming speedboat. You'll 
need a good aim to prevent the 
Ebitan from killing the civilian, 
on board and be able to go 
Straight on — if he dies then 
you'll head left past another 
civilian being attacked by a pair 
of Ebitans and another group 
of Piranhas. 
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Area Four 

F you fail to save the man in the 
speedboat, you'll turn right and 
move past the control room for 
the watergate ~— quickly kill the 
Kageos and Johnny that emerge 
frorm@:. Look into the water to 
face two more Ebitans to kill 
then act quickly to save the 
civilian floating in thewater by 
blasting the Ebitans attacking 
him. Kill the piranhas behind 
you and then move forwards, 











» Once the speedboat has 
raced past and you’ve 
rescued the man being 
attacked by the Ebitan, wait 
for Amy to finish her phone 
call and then check the back 
of the boat. You’ll only have 
a few moments to grab the 
rather tasty item sitting on 
the back of it! 
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blasting the Ebitan who tries to 
jump at you from the water 
and the two other Ebitans 
trying to sneak up on the bow 
(0) im dalomelere lm 


Area Five 


Turning away from the garage, 
you'll move back to the left and 
find a civilian to save in the 
distance — aim carefully and 
take out the David as it 
advances on her from the 
right. As the camera moves 
back to the right, watch for 
the Johnny on the walkway 
throwing axes at you and then 
follow the boat under the 
bridge, killing any of the bats 
that fly past you out of the 
passage. Upon entering the 
archway a group of bats attack 





» Watch the garage door 
open on the right to reveal 
the gang of zombies and 
then blast the Johnny and 
David on the right. Behind 
them on the floor are some 
boxes, one of which 
contains a bonus item. Be 
careful of the Joe attacking 
from the right though! 
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Area Six 


When you leave the boat you'll 
pass through an archway into 
an underground passage. Blow 
away the three Kageos waiting 
for you inside the arch and 
then watch out for the bats 
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* As you make your way past 
the group of Kageo down the 
underground passage, blast 
the box that’s sticking out 


from the staircase on the 


right. Once you’ve disposed 
of the two Bobs, the camera 
will turn right and allow you 
to collect the bonus item that 
you’ve revealed. 





')| Ehitans don’t look any nicer close-up 
than they do from a distance! | 2! Blast 
the two Kaego before they get the 
civilian! |%) Two Bobs drop from above 
$o wateh out! |“) You can blast the 
Ebitans in the water before they have 
chance to attack. || Possibly the worst 


enemy in the game, these owls are a real 


nightmare. Blast them out of the sky! 
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you so kill them as they fly 
towards you before reaching 
the end of the canal. 


that descend from above to 
get you. Moving down the 
passage further, shoot the two 


> Get rid of the three Kageo 
on the walkway in the 
underground passage and 
follow the path round to 
the civilian being chased by 
another two Kageo. Just on 
the left of the fallen 
innocent lies a bonus item 
to collect — pick it up before 
the man is killed! 
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Bobs that jump out from the 
left and head down the steps 
behind them — save the civilian 
by blasting the two Kageos as 
he falls down and then move 
into the next chamber to find 
out what it is that’s been 
eating his Friends! 


Area Seven 


As the boat pulls into the 
Taro(siged cole ato me (ole oun olUh | mielaalo) 
off to Face a small group of 
Kageo standing there. Kill them 
all before they know what hit 
them and then follow the 
camera as it turns left along the 
stone walkway. You'll spot a 
civilian in the distance being 
chased by two Kageo — if you 
wait until he falls to the ground, 
you'll have a clear shot at both 
of them. When the man is safe 
(or not), you'll pass into the 
next chamber to face Tower. 
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BOSS FIGHTS Sa nye) 


Water Passage Location 


* The boss fight against Tower is split into two sections - no 
matter which direction you take through this level, the first stage 
is exactly the same. You’ll have five snake-like heads in front of 
you, one of which is blue. Ignore this head as it won't attack you 
(yet!); watch the other heads instead. You can shoot any of the 
heads and cause damage as long as their mouths are open — 
however, you’ll probably want to blast the head with a glowing 
ring around it as this means it’s about to strike! Shoot it in the 
mouth to prevent it from hitting you and then keep your eyes open 
for the next attacking head. Each head will require three to four 
hits to kill it so try to attack the oncoming heads rather than the 
ones that pose no threat. 

Once all the snakes are dead, the blue serpent will slither off; 
you'll chase after him into the Water Passage for the second 
section of the fight. The fact that the room is full of water makes 
spotting Tower’s attacks easier as he floats on the surface — you’ll 
have more chance to hit him as his attacks come from further 
away. The downside to all this is that the water gives Tower more 
room to move and his attacks move all over the place. He swims in 
and out of the pillars until eventually coming straight at you, fangs 
drawn. You'll have to shoot him two or three times in the mouth to 
stop him from attacking each time around - if you don’t, he’ll bite 
you and swim around for another strike. Keep hitting him in the 
mouth when he attacks and Tower will soon be no more. 





eo 


 . os 


; : 
— ett 
HILIP) ag 













Sand Passage Location 


* As mentioned, the first section of this fight is identical to the 
one fought in the Water Passage. However, taking on the second 
stage of Tower in the Sand Passage is a little different simply 
because you’re fighting in sand. The good news is that Tower 
doesn’t have as much freedom of movement through the sand 
so most of his attacks come in a straight line. The bad news is 
that it’s a bit harder to spot where Tower is coming from 
because he’s buried in the sand right until he strikes! Watch for 
where the sand rises and then aim carefully to hit him in the 
mouth before he bites you. 








Despair 

Location: Coliseum 

Civilians Needed 

For Life Bonus: Three 

* As Tower dies, Gary 
suddenly receives a call on 
his mobile phone. |t's Amy 
but she doesn’t sound happy 
to speak to Gary — in fact, she 
seems to be in some sort of 
trouble. Gunshots sound and 
then the phone goes dead. 
Get to the Coliseum quickly! 


Area One 


If your fight with Tower in the 
last stage took place in the 
Sand Passage, you'll begin your 
onslaught on the Coliseum in 
the underground walkways. As 
Wo}UIm atorele Me (O)VAV0 Mm Uplo gael] 
walkway, three Kens will come 
towards you. Once they've 
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gone, two Randys will drop in 
through a tube at the side — 
another will follow once you've 
got rid of these, followed 
Closely by a Lizard trying to land 
on you from the ceiling. When 
the way Is clear, you'll have the 
chance to save a civilian in the 
vent ahead; there's a Kageo 
hanging from his leg that 


ORIGINAL BONUS 1 


> You’ll need to save the 
civilian hanging down the 
vent to get this bonus. Once 
you’ve saved him, wait for 
him to stand up and then 
when he moves aside shoot 
the grating behind him. It’ll 
collapse after a couple of 
shots, giving you a few 
moments to collect the bonus 
item behind it. 
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press Sry1 alee 
threatens to drag him down if 
you don't quickly blast it. When 
the man is safe you'll pass 
through the door on the left, 
blasting the Ken and Kageo 
waiting for you before climbing 
the stairs. The two Gregorys 
here will block your shots with 
their swords so go for their legs 
and then use head-shots when 
they drop their guard. Two 
more Lizards appear on the 
pipe above so kill them and 
pass through the door ahead. 


Area Two 


People who fought Tower in the 
Water Passage will get to head 
for the Coliseum through the 
waterfall caverns. As you 
approach the ruins, three 
Kageos leap down to get you. 
Blast through them and climb 
the stairs to meet a Ken and 
two more Kageos — with these 
destroyed, a Mickey runs out 
from under the waterfall to 


ORIGINAL BONUS 2 


» When you enter the area 
with the two Gregory 
zombies, shoot quickly at the 
iron gates in the background 
to the right. If you’re using 
bullets of 1.5 calibre or 
higher, they’ll fly open and 
you can collect the bonus 
item hiding behind them 
when the camera moves past. 
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Steps into a tunnel. There is a 
pair of Lizards here to kill; 
when they die you'll also meet 
a Gregory and a Kageo a little 
further down the passage. 


Area Five 


IF you fail to either of the 





Area Seven 


Entering the ruins from the 
central area moves the camera 
right to save a civilian — blast 
the Kageo advancing on him 
before killing the Gregory 
coming for you. As you turn 
around and head for the 
Coliseum, two Mickeys and a 
Kageo jump out from the right 
So blow the two knife- 
throwers away first before 
running up the stairs into the 
main arena. If you crossed the 
pond and climbed the stairs to 
reach this area, you'll find the 
civilian is already dead so you'll 








right before moving up the 
Stairs to face Strength in the 
daylight area. 


Area Eight 


IF you enter this section from 
the tunnel on the right, you'll 
turn left through this ruined 
section and face three Kens 
who come running out from a 
side passage. If you've used the 
lift to reach this section of the 
level, you'll need to blow away 
INYAOM Col site] IM oul KO) OM~ ISNA (1| Ete Isic] 
Gregory and a Kageo who 
attack from the left as you 
enter the ruins. The same three 


attack. Shoot his knives out of 
the air and kill him quickly then 
move forwards to take on a 
group of bats attacking from a 
cavern above. Move down the 
Stairs and you'll be able to 
rescue a Civilian being held at 
point-blank range by a Kageo. 
Aim carefully to save him and 
get rid of the Ken in the cell to 
the right. 


Area Three 


As you turn back to the stairs, 
two Lizards drop in from above. 
Kill them as they slide down the 
Stairs and then run up to the 
top where another civilian 
awaits. You'll have to quickly 
blast the Kageo hanging onto 
his leg to prevent the civilian 
being dragged down the vent 
shaft So make sure your aim Is 


* No matter which way you 
enter this section, check out 
the boxes sitting in the back 


of the first cell where the 
civilian is being held by the 
Kageo. Most of the time, the 
far right box contains a bonus 
item — blow it open and 
collect it quickly! 
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accurate. The camera heads 
back to face two more Lizards 
hanging from the ceiling — blow 
them off the pipe into the 
trench on the left and then turn 
right to kill the Gregory and 
Kageo emerging from the side 
passage. There's another two 
Lizards to shoot before heading 
through the door, on the other 
side of which waits two Kens 
and a Kageo. Shoot them from 
left to right and then move 
forwards and kill the swarm of 
bats that flood down the 
Stairway ahead. 


Area Four 


On the other side of the door 
Kee Gl itelaelsl| ayeal alcll@ ime) vate 
Kageo — there's also a cell to 
the right containing another 
Kageo and a Ken. If you 
manage to save the civilian 
you'll get a Life-Up pack, at 
which point the camera moves 
left and down a short flight of 
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civilians hanging down the vent 
shafts, you'll wind up in this 
lower tunnel area. Move 
forwards and kill the point- 
blank Kageo then turn to face 
another Kageo and a Ken —a 
second Ken waits for you in the 
passage outside. Blast the bats 
that fly in through a gap in the 
ceiling before taking out the 
Gregory on the left. As you 
move down the stairs to the 
pond area below, two Lizards 
try to stop you. 


Area Six 


Move over the fallen pillars to 
Spot a civilian in trouble. IF you 
manage to save him (which is 
quite tough) then you'll go 
right into a new chamber — 
there’s a Ken and Kageo 
waiting inside as well as two 
Lizards trying to prevent you 
climbing the stairs. Letting the 
civilian die forces you into a 
room on the left where you'll 
need to kill the Ken and Kageo 
blocking your way to the lift 
behind them. 







* When you blow away the 
two Lizards crawling along 
the top of the pipe just after 
the vent shaft, they’Il Fall 
down to the floor and into a 
shallow trench on the left. As 
soon as they fall, be ready to 
look at the far wall of the 
trench as there is often a 
bonus item sitting on it — 
you'll only get a brief moment 
to shoot it though! 





just have to kill the Gregory 
and Kageo waiting for you. 
Turn around and kill the two 
Mickeys that come in from the 


Kens. attack from the side 
passage before you climb the 
Stairs ahead to find Harry and 
Amy in the twilight area. 


Daylight Coliseum/Twilight Coliseum Locations 


> The fight against Strength is exactly the same no matter 
which version of the Coliseum you enter — the only difference is 
that one is set during the daytime while the other takes part at 
night with lots of floodlights illuminating the area. This is a 
tricky fight simply because Strength is a bit of a mentalist and 
moves like a hyperactive child who has scoffed several Mars Bar 
sandwiches! Here comes the pain, baby... 

There’s only one place that you can hit Strength to hurt him 
and that’s his head. Problem is, most of the time he’s covering 
it up with his big power chainsaw! He’s a bit nippy on his feet 
and will try to rush you at every opportunity to slash you with 
the saw so use his staggering steps to take aim on his head. 
Keep firing at one central spot rapidly so that as his sawblade 
moves from side to side, you'll have a chance to shoot his head. 
When you hit him he’ll reel from the impact, allowing you to get 
a bit of distance between you and Strength. 

Of course, he’s got a few more tricks up his sleeve to catch 
you out. Watch for him disappearing behind the walls as you 
turn the corners of the Coliseum - this is a sign that he’s up to 
something. When he does, Strength will then reappear in one of 
two locations; either right next to you to the side (Smashing 
through any walls in the way if he has to!) or on top of the 
wall, ready to jump down. In either case, you'll only have a few 
moments to shoot him in the head before he strikes you — in the 
case of him jumping down, you’ll need to blast him as he drops 
or he’ll land the blow when he hits the ground. Eventually when 
you’ve worn him down to the last few drops of energy he’ll go 
mental, thrashing about like crazy. This makes him especially 
hard to hit — concentrate on a central point again to lay in the 
last few hits and bring him crashing to his knees. 
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Dawn 

| KoYet-| 4 (0): Hel] al ALO Lo fs) 
Civilians Needed 
For Life Bonus: N/A 


» After rescuing Harry and 
Amy from the clutches of 
Strength and his power 
chainsaw, Gary and James 
decide to go after Goldman 
himself — things have gone 
too far. Harry gives them the 
keys to his car; however, they'll 
have to cross Point AO063 to 
find it... 


Area One 


As you make your way along to 
Point AOO63 where Harry's car is 
parked, a garage door flies open 
on the right to release three 
Joes. Blow them away and then 
be ready for the Peter that hides 
in the small garage on the left. 
Two more Joes burst out of the 
van so take them out quickly as 
they require a few more hits 
than the normal zombie. The 
camera moves right to face 
Harry's car when a Peter pops 
up to the side — blast it to 
prevent the worm inside from 
hurting you and then watch for 
the two Joes and a Mickey 
waiting for you by the car itself. 


Area Two 


Boss Rematch — Judgement 
Jumping in Harry's car and 
driving towards Goldman's 
Headquarters, the windscreen is 
suddenly smashed by something 
familiar... it’s the flying demon 
from the city outskirts! He's 
back but he’s not alone — 
Judgement has come with him 
and this time he’s angry! In 
reality, this fight is no different 
from the one you had at the end 
of the first chapter. Keep your 
fire concentrated on the chest 
area Of Judgement, going for the 
demon as the armour goes to 
attack if it didn’t fly into your 


ORIGINAL BONUS 1 


» When the camera pans left 
to Face the small garage with 
the van inside, take care of 
the left-hand Joe that jumps 
through the doors and quickly 


look behind him. In the back 
of the van lies a bonus item — 
shoot it immediately so you 
can stop the right-hand Joe 
from hitting you. 
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line of fire. Train your sights on 
the demon after Judgement falls 
and take it out quickly — when it 
dies, you'll be able to drive on. 


Area Three 


Making your way onto the 
suspension bridge, a flashy 
sports car speeds up next to 
you... driven by a group of 
zombies! Shoot the Joe on the 
bonnet in the legs to knock him 
under the wheels and move 
along the cars to spot another 
two Joes sitting in the car. 
Shoot them quickly as the 
point-blank range make it 
possible for them to strike you 
with ease. After they're dead, 
the car crashes into the barrier 
and bursts into flames (whether 
you shoot the driver or not). 
The camera turns back to the 
left, just in time to catch two 
Cyber-Blades teleporting in and 
Kelate[[atemelaiaelelanelelalaloiaan |i 
easy to get a head shot as 
they're so close but sometimes 
they don’t even hit you if you 
miss them so don't go crazy. 


Area Four 


Boss Rematch — Hierophant 
Nothing but open road ahead 
now, eh? Well, think again — just 
as you clear the way of 
zombies, the road in front of 
you explodes as something 
appears from the river below... 
the Hierophant is back! Again, 
the battle is pretty similar to 
the one in chapter two 
although he doesn’t drop into 
the water and send piranhas to 
attack you. He’s quite a bit 
weaker than last time and so 


ORIGINAL BONUS 2 


» As your car speeds down 
the bridge towards your 
second meeting with the 
Hierophant, you’ll be able to 
make out a bonus item sitting 
in the road far ahead. To 


collect it you’ll have to be 
incredibly precise with your 
aiming — by the time it gets 
close, the section of road it 
sits on explodes to make way 
for the Hierophant to make 
his entrance. 










takes fewer hits to kill but this 
doesn’t make him any less 
dangerous so watch out! Keep 
hitting him to force him away 
from you and make him unable 
to hit you with his trident. 
When he starts jumping high 
(he only comes from the 
middle, not from the sides) fire 
near the top of the screen -— 
you'll need to shoot him out of 
the sky before he comes down 
and stabs you in the head! 


Area Five 


When the Hierophant is gone, 
the car will move around the 
hole in the bridge and carry on 
along the road. Up ahead wait 
a large group of zombies, all 
made up of Joes — kill them all 
Out watch out for the two 
Peters that leap out of the van 
on the right after all the 
zombies are dead. Swerving 
the car between the vans, 
you'll have to blast two more 
Cyber-Blades landing on the 
front Of your car as you move 
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BONUS 02 AREA 04 





AREA 03 


AREA 02 


AREA 01 


BONUS 01 


* When you reach the two 
vans in the road just after 
the Hierophant, shoot the 
doors of the left-hand van 
repeatedly — you'll need to 
be using bullets of 1.5 
calibre or higher to make 
them open. Once all the 
zombies in this area are 
dead, the camera will pan 
left and you'll have a chance 





down the road. After the car 
rams through a metal fence 
blocking the road, you'll be 

faced with the last group of 
zombies on this level — get rid 
of the Joes first before taking 

care of the Peters who require 
less hits to kill. 


lucky — this is the only place 
where you can get the 
‘Infinite Credits’ bonus! 





to collect the item inside. Be 
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Outside Goldman’s Headquarters 


> Finally, you’ve reached Goldman’s Headquarters. All kinds of 
nasty things could be going on inside but unfortunately you’re 
not going to get a chance to find out - suddenly there’s an 
explosion from high above and a familiar figure drops down in 
front of you. It’s... the Magician! But wasn’t he destroyed when 
the ‘Curien Incident’ was dealt with? Obviously not! 

Thankfully, Magician isn’t quite as tough as he was all that 
time ago. G’s diary shows that his weak-points still lie in the 
same place — even though his body is covered in armour, you can 
still reach his frail inner body through the gaps on his lower left 
arm, upper left leg and lower right leg. Just in case you can spot 
these points, they glow red at regular intervals. 

After threatening you, Magician will go for his first attack. 


‘He’ll turn around full circle and throw out a cluster of fireballs 


at you that you’ll have to shoot if you don’t want them to hit 
you. To hurt him, it’s best to aim at his weak-points as he turns 
— the biggest and therefore most vulnerable is the one on his 
upper left leg. He’ll keep using this attack until you’ve hit him 
around ten times. 

His next attack is possibly his most dangerous; Magician’s 
shadows will turn from blue to red and he’ll move very quickly 
around the screen before flying at you with a fireball in his 
hand. The only way to stop him from hitting you is to shoot him 
on his weak-points as he comes towards you - this can be quite 
tough due to the speed he’s moving at, but the one on his upper 
left leg is still the best bet. Once you’ve stopped him four or 
five times he’ll repeat these first two attacks. 

When you’ve stopped him in his tracks twice more it’s time 
for his final attack. Magician flies up into the air and raises his 
arms before firing a large cluster of fireballs into the air. Before 
he shoots the fireballs is the best time for you to shoot his 
weak-points as they are open and don’t move — however when 
the fireballs Fly into the air, you’ll need to blast the central ones 
to prevent them falling on your head. Keep peppering him with 
bullets when he powers up his shots and try not to let any 
fireballs hit you; eventually Magician will die and you’ll be able 
to get into Goldman’s Headquarters. 
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mtinued 


Civilians Needed 

For Life Bonus: N/A 

* This is it — the final 
assault on Goldman’s 
Headquarters. Strangely, Gary 
and James find getting inside 
very easy; there doesn't seem 
to be any resistance. In fact, it’s 
as if they're being invited in to 
face the horrors inside... 


Area One 


As soon as you enter 
Goldman's Headquarters, 
you'll be set upon immediately 
oy three Cyber-Zombies. All 
the zombies inside the 
headquarters are tougher than 
anything you've faced so far; 
try to go for head-shots as 
this is the only way to 
guarantee killing them. Once 
you pass into the lobby, three 
Cyber-Blades will teleport in 
from the left. Keep shooting 
them to knock them off their 
feet and stop them from 
throwing lightblades at you — 
when they're dead, you'll 
move to the lift which will 
open to release two Cyber- 
Sabers and a Cyber-Zombie. 
Blast them all and then take 
the lift up to the 50th floor to 
meet two more Cyber-Sabers 
at the top. Around the corner 
are two Cyber-Blades hanging 
from the ceiling although 


Location: Goldman's Headquarters 


> Keep your eyes open as 
the lift doors open in the 
lobby of Goldman’s 
Headquarters — hiding in the 
back-left corner is a bonus 
item. Clear the way of the 
two Cyber-Sabers and then 
try to grab it as the Cyber- 
Zombie comes out because 
you won’t get a chance to 
collect it once he’s dead. 


shooting them a couple of 
times forces them to the floor. 
Finally you'll need to kill the 
group of Cyber-Zombies that 
drift through the wall towards 


‘you before you can pass 


lua) celetcdaimaalome (ele) arclalerclop 


Area Two 


As the first door opens, you'll 
step through to another small 
chamber. Keep your aim on the 
door ahead as you'll need to be 
ready for the Cyber-Zombie 
that walks through it towards 
you. Blast.him to step through 
the door and enter the first 
laboratory area — the camera 
quickly whips to the right and 
there'll be a Cyber-Saber 
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waiting for you. Blow him away 
before he slashes you at close 
range, moving around the 
outside of the lab and killing 
the two Cyber-Zombies that 
walk through the wall by the 
door to the room ahead. 


Area Three 

Boss Rematch — [ower 
The door opens to reveal 
another laboratory area 
crammed with tubes full of 


See Tynan Catt teen: Ser miay fn NESE REE ort ene CORTE eS , 


zombies in suspended 
animation — what is going on 
here? Suddenly there's a roar 
from the right and camera 
speeds round to face... another 
Tower! Thankfully this battle is 
exactly the same as the first 
Tower fight back in the canal, 
except that there's only one 
section and this time around 
the blue head attacks with the 
















4 


PAN) 
me 


rest of them. Concentrate on 
the attack heads to prevent 
them biting you and you'll soon 
send all five snakes crashing to 
the.ground. 


Area Four 


With the second Tower gone, 
it’s time to move on, You'll turn 
the corner to the left and go 
al celersiaie ime (ole) @ule lke mee) aaie(o)e 


ORIGINAL BONUS 2 


> As you make you way 
through the first laboratory 
area, kill the Cyber-Saber and 
then be quick to shoot the 
box in the corner of the room 
to the left. This is quite a 
tough bonus item to grab as 
you'll literally only get a 
fraction of a second to collect 
it but the next box along 
contains a Life-Up pack which 
is easier to take. 
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Suddenly, three Cyber-Zombies 
walk through the wall ahead 
blast them as they come 
through and follow the path 
right. Look up at the ceiling and 
you'll spot three Cybder-Blades 
teleporting directly towards 
you. They fade in from left to 
right so shoot them tn order to 
stop them from throwing their 
lightolades at you and knock 
them to the ground. 

Just a little further down the 
(elo) g(0(0) gm AYO Ms1(@ (ome (010) 638,111 
open and a pair of Cyber- 
Sabers will run out to slash 
you to pieces — aim for their 
heads to kill them quickly. 
After this there's nothing else 
to do but chase the evil 
Goldman out of the place; the 
door ahead will open and 
you'll head up the stairs to 
(Gro) felaatelausmelun(een 
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» Now THIS is scary. Possibly one of the toughest bosses we’ve ever encountered in a game like 
this, the Emperor is not going to give up without a fight. If you’ve managed to earn the ‘Infinite 
Credits’ item in the Original Mode, now is the time you want to be using it! However, even though 
G’s diary says that the Emperor’s weak-point is unknown we'll give you three guesses as to what it 
might be. Could it possibly be the large glowing pink thing in his chest? Well, duh... of course, 
hitting it is another matter. The fact that he moves about a lot makes keeping your aim on him 
quite tough at the best of times but when you consider that you can only hit him at certain times 
and... well, things really aren’t looking good. 

When the fight begins, Emperor will randomly use one of three attacks — he’ll either fire a large 
amount of small liquid metal balls at you, four large metal balls that fill up the screen or change his 
arm into a blade and slash you with it. Stopping the balls is an easy task as all you have to do is 
shoot them; of course, this means you’re not shooting Emperor which is usually the idea. He’s 
vulnerable when he charges up the balls and then shortly after he fires them at you so try to get 
him as soon as you can see him through a gap between the spheres. When he tries to get you with 
his blade though, you’ll have to be both quick and accurate — the only way to stop him is to land 
several direct blows to his weak-point. Miss and he’ll land a heavy blow to you with his spike — he'll 
keep using these three attacks until you’ve blow away a third of his energy. 

At this point he switches to his ‘easy-to-avoid’ attack — he sits in the middle of the screen and 
creates duplicates of the past bosses which then attack you. While he is charging up these 
creations, you can blast like crazy and do some major damage to his heart. When the duplicates 
attack, you have to blow these away to prevent them hitting you; destroying the duplicates also 
damages Emperor. There are four attacks he uses... 









» If you reach the end of 
the game without allowing 
any of the innocent civilians 
to die, you'll be able to 
enter the Bonus Room — 
after you kill the last pair of 
Cyber-Sabers, the camera 
will turn right and you’ll go 
into the room. Most of the 
items in here are merely 
there to boost your points 
but you'll also be able to get 
some Life-Up packs to 
prepare yourself for the 
final battle. Shoot the 
objects as the camera pans 
across and then follow the 
path back out and up the 
stairs to Goldman’s office. 


Judgement 


The flying demon uses one of its swerving 
swoop attacks. Blast it in mid-air. 


Hierophant 


He jumps in the air to attack with his i ETD a a PITERE 
trident. Again, shoot him out of the air. 


Tower 


The blue snake goes for a bite attack. Blast 
the mouth as it ducks to the right to attack. 


Strength 


He closes in for a swipe with his chainsaw. (@s#]7 ee 
Shoot his head before it gets too close. 0 OR 








PPPPTE 


When you’ve whittled away another third of his energy, Emperor goes for the kill... literally. 
Transforming himself into a swirling mass of energy, he flies around the screen and tries to 
repeatedly ram you with his spinning balls (oo0-er). To prevent this, you’ll need to land a load of 
accurate shots on the weak-point which now sits in the centre of the spinning mass — however, 
this means not only getting past the outer ring of spinning metal but also being incredibly 
accurate as Emperor flies into the distance regularly and makes the target rather small indeed. If 
you wait until he gets close enough to be sure of a hit, you’re probably too late; when sparks 
form around the heart it means he’s close enough to cause you damage. This is the final attack — 
if you survive it then Emperor will pause for a second before exploding into a million pieces! 
Finally, the world is saved... or is it? 
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Sega’s classic arcade game 
comes directly to Dreamcast 
with a fantastic conversion — 
and we’ve already played it 
to death! With these track 
breakdowns, guide to 
collecting all the cars and 
cheats you will soon be 
rallying with the best drivers! 


J ‘os ' 
PRESS START BUTT ONse meal 
ee 


« hy ~ 
© SEGA ENTERPRISES. LTD ae 99 


Publisher | Sega 
Developer | In-house 
Origin | Japan 
Price | £39.99 
Genre | Racing 
Release | 14 October 
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jump pack «, The first Desert course 
.” is one for beginners and 
is a great place to practice 
your powersliding. [here's a 
good long straight where you 
can reach a high speed, and 
two shorter ones that are sadly 
spoilt by the crests in the road 
— if you're good you can use 
these to overtake competitors 
by flying over their cars! 


¥ 


Ww BLc00 during play? Y 
Min! game ~} N 






=r 


excellent 

coin-op 
conversion 

that will 
surely sell!” 





100 | Dreamcast Solutions | Issue 1 





Choose the right car and 
you can drive most of this 
course by sliding from left to 
right — remember to watch out 
for the giraffes as you slide by! 
The other major factor to take 
into account here is water — 
avoid this when the co-driver 
warns you, it will slow you 
right down and you'll lose that 
high ranking! 
















This track is the easiest in the game, 
$0 you won't he faced with many nasty 
Try to keep the car off the 
sanily sidings, this will slow you down. 

Learning to powerslide around 
comers is essential for fast times. 


Difficulty | «xx 
Best car | Peugot 205 
Turbo 16 


| Easy Left (a Easy 
Right 


~ INSTRUCTIONS 


Caution, (Peete a : | Long 
Crest «Ri ' Medium 
Jump : i Right 


| Caution, ees Caution, my Very, very 
Crest ; : _ Easy Left, Long Easy 
Jump ; Easy | Right, 
. Right ' Maybe 
| Caution, 
Difficulty | « é Bump 
Best car | Lancia 037 ise 
Rally 


icra he 2. “This ¢ Sect course is area the desert sand is soon 
Easy ui oa bit tougher | than the left behind eine replaced by: 
Left - first, with long sweeping more ‘of a muddy surface © 

ee aso bends in the road and = which will make your car slide ™ 

we Long —"n Medium - some rugged sections — Mane than usual. Avoid the (1) When the majority of a track is matie 

Medium Right, - where you must avoid —_ sides of the road as water WH OF loose sand, the handling of the car 

Left Medium “smashing the car into ie “tends to. feollinae here more . leaves a lot to he desired. 2} This section 


Sle \7-)| 


Fie the rocks. This time the than the centre - and always. has a series of jumps, so keep that car 


= Caution, ae giraffes on the sides of the: try to make jumps as fast as oe = dobar 
Crest Right road are joined by zebras! —--- you can, you can then. sail gaat CHECK POINT, CHECK POUT, 


Jump Starting out in a small town over many obstacles! i = 





Coreen Long Easy ; ) Easy 
B=5) | Left, | _ Left, In 
Left, _ Maybe, | moe. 

i _ Maybe a __ In Tarmac 4 


em RO Oy 
hat 
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*, With a five star 

.” difficulty rating things 
are already starting to 
toughen up. This doesn't have 
a single straight where you can 
overtake, you'll have to do all 


your passing as you slide by aaa is [1] This is the toughest of all the desert 
other drivers on the corners. ” : tracks, mainly because of the large 
The entire course is twists and amounts of dust thrown up as you drive 
turns, more of a snake than an around. {2} Good luck to whoever is 
‘S’ shape! hehind you! [3] There are many twists 

Tie clesert Hear hae ee town eo) [4] gael 

; ae is bridge wrong, and it’s game over! 

Bees the WateT OM TNS [5] The home stretch — nearly there! 
course, but it has also had the 


effect of making it very dusty, 

and dust can also slow your car 

down. Watch out for rows of 

barriers along the side of the 

road early on — hitting then will 

send them flying, and lose you 

speed. The ‘K’ turns and hairpin 

are the toughest manoeuvres 

you'll have to make here — hit 

the brake slightly just before 

the bend and keep your finger Sar eee a Medium Caution! 
on the accelerator to power Ey : Right, K right, 


ee | Medium K left 
through them. : 
hrough t Left 


| VeryLong | Narrow pr ’ Long 
| Medium ' Easy Left 
| Right, 
Tight 
C@e-10 1a (0) Long 
Long K : Medium 
Right Left, 
Tight 


Long ae Easy | Caution! 

Easy j _ Right, Open 

Right ; ; Easy Left Hairpin 
; Left 


/ Long pe Easy eee Easy Left 
Easy j Right, | i 

_ Right, peg _ Wide 

Open , 


oo ae 


Difficulty | kxxx*« 
Best car | Alpine Renault 
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Subaru Impreza WRC Mitsubishi Lancer Evolution Lancia Delta HF Integrale 


Mountain SSI 


TRACK INFO 


Difficulty | xx 
Best car | Lancia 037 
Rally 


Easy Left Easy Left 


me alcal . jae Easy Crest 
«, The rocks of the desert overtaking opportunity, there * Long % i Right "Se ape See 
So “ Easy Left - “ ; Gravel 
« have been replaced by are no really sharp turns 
trees, but the handling is either so you can keep the 


Easy Ler in'=2 7%, Caution K 


Medium Right, 
Right “ Tarmac“ Left, Right 


Medium Left 


when the course breaks Make sure your car is kept 

away from the tarmac perfectly straight when the co- 
and goes into the gravel. driver shouts out ‘Crest Jump’ —- Pee Rao eel 
The first mountain course has _as the car will undoubtedly | pa Taree, f eels RON | Pasi 


pretty much the same speed high. Long In Gravel, | Caution 


9 1 


Medium = = 
Maybe < 


13 | 5 


a long section of easy lefts leave the ground and could 
which give you a good crash if you take it on a slant. 


1 


[1] As you play through the 
Championship you will get different 
weather and lighting. [2] Hitting signs is 
never a good itea! 


Triton sr 


Extra infoarmati on> 


> Extra Vehicles | Renault Maxi Magane | Complete the Arcade Mode 
There are loads of cars | Subaru Impressa 555 | Finish 1st in the 1st Year of Championship Mode 
available at the start of | Mitsubishi Lancer EVO 4 | Finish 1st in the 2nd Year of Championship Mode 
the game, but the | Toyota Celica GT-Four ST-185 Finish 1st in the 3rd Year of Championship Mode 
further you get into _ Mitsubishi Lancer EVO 3 | Finish 1st in the 4th Year of Championship Mode 
the championship, the _ Peugeot 106 Maxi | Finish 1st in the 5th Year of Championship Mode 
more vehicles you'll _ Lancia Delta Integrale | Finish 1st in the 6th Year of Championship Mode 
get to drive about in. _ Fiat 131 Abarth _ Finish 1st in the 7th Year of Championship Mode 
Check out the list to _ Peugeot 205 Turbo | Finish 1st in the 8th Year of Championship Mode 
see how to earn these _ Renault Alpine A110 _ Finish 1st in the 9th Year of Championship Mode 
little beauties! Lancia 037 Rally | Finish 1st in the 10th Year of Championship Mode 


comtinued > 
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*, These mountain roads The road surface is a mixture 
-” are lined by stone walls of gravel and tarmac. You'll find 
and these are further that your car has good traction 
narrowed by two bridges, on the tarmac sections, but 

so there isn’t much room you'll have to watch for 

for making mistakes. [his skidding when you burst into 
second course doesn't have the gravel — the co-driver will 
much in the way of straights, warn you, so be ready! Just 

it’s very winding so again you'll after the checkpoint be ready 
have to overtake as you slide by —_ with the brakes too — there's a 
your opponents. hairpin right turn! 


[1] These mountain courses are very windy — you'd better be good at steering! 
[2] Try to stick to the centre of the road — you'll go faster! 


1 2 
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kK 
Lancia 037 
Rally 


Easy Letty 


Maybe 


Medium 
Right, In 
Gravel 


Caution! 
Narrow 
Bridge 


Caution! 


Open 
Hairpin 
Left 


13 


Ta 
Tarmac, 


_ Easy 


Right 


» Caution, 


K Right 


? Very Long 
_ Easy 
Left, In 


Tarmac 


Medium 
Left, 
Medium 
Right 


i Long 


Medium 
Right 


Easy Left | Narrow 
Bridge 


Easy Left 


») Caution! 


Hairpin 
Right 


| Easy 
_ Right 


Long Easy 
Right, 
Maybe, In 
Gravel 





+, These mountain roads 
” are lined by stone walls 
and these are further 
narrowed by two bridges, 
so there isn’t much room 
for making mistakes, [his 
second course doesn’t have 
much in the way of straights, 
it’s very winding so again you'll 
have to overtake as you slide by 
your opponents. 


1 


The road surface is a mixture 
of gravel and tarmac. You'll find 
that your car has good traction 
on the tarmac sections, but 
you'll have to watch for 
skidding when you burst into 
the gravel — the co-driver will 
warn you, so be ready! Just 
after the checkpoint be ready 
with the brakes too — there's a 
hairpin right turn! 


— 


Toyota Celica GT Four sries 


INSTRUCTIONS 


[1] The mountain tracks are the first to have 
‘K-Left’ and ‘K-Right’ turns — these are very 


Caution! 
Open 

a relig ein) 
Right 


Easy 
Left, In 
Tarmac 


Very, Very 
Long 
Medium 
Left 


Long 
Medium ° 
Left, 
Open 


} Caution! 


K Right 


Easy 
Right 


sharp! [2] Mind those signs! 


Difficulty 
Best car 


tok 
Lancia 037 
Rally 


HH Caution! 
K Left 


Easy Left, 
Easy 


Right, In < 


Gravel 


Caution! 


Medium ~* 


Right 


Easy 
Right, 
Maybe 


Easy 
Left, In 
aElgnit-\e 


Long 
Easy 
Left 


Easy 
Right, 
Easy Left 


Caution! 
Open 
Hairpin 
Left 


Easy Left 


Very Long 
Medium 
Right 


Narrow 


’ Very, Very 


Long Easy 
Left 


Crest 


In Gravel, 
Long 
Medium 
Right 


Medium 
Right 


Medium 
Left, 
Maybe 


' Easy Left 
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+, There are a couple of 
“” major problems facing 
you in the Snowy courses - 
the ice on the road and 
visibility. When you're about 
to enter a particularly nasty area 
of ice the co-driver will shout it 
Out to you — make sure you 
don’t make any trratic 
movements through this 
section. As for visibility, the fog 
is really thick in places, but all 
the other cars have to cope 
with it too! 

This first course is very short 
compared to the ones raced 





Caution, 
Crest 
Jump 


Caution, 
Crest 
Jump 


Caution, 
Bump 


Difficulty | «x 

Best car | Mitsubishi 
Lancer 
Evolution IV 

















Extra information> 


> Access All Cars 
Go to the title screen and 
press Up, Down, Up, B, A, 
Left, B, B, Down (using the 
D-Pad, NOT the Analogue 
Stick) to open up all the 
cars without playing 
through the game. 


already. Use this beginner's 
snow course to get used to the 
loss of traction as the cars slide 
around in the snow. 


’ Easy Left 





mee Easy Left, 


Easy Left, «. 
Easy 4 


Long Easy 
Right, 


Maybe Driving in the snow is 


bad at the hest of times, 
but ina rally car at high 
speed it’s a nightmare! 
The road is lined with 
harriers for the protection 
of the spectators. 
Visibility is next to 
Zero on this track, even 
the headlights have to he 
used! [4] Watch out for 
patches of black ice. 


k “= 
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Lancia Delta Integrale 16v\)jLancia 037 Rally Fiat Seicento Sporting Fiat 131 Abarth Rally Renault Maxi Mégane Alpine Renault 





[1] With headlights on full beam, at least 
you'll see something out of the 
windscreen! [2] If you're in doubt of 
Where to steer, look for the tyre tracks in 
Siibelicy. tices the snow. [3] It's best to change your 
ekicar bhi cbihl tyres to suit the conditions. [4] If you get 
Laver stuck on the side of the road, slow down! 
Evolution IV 
] Easy 
| Right, 
+, Part of this course is | | Easy Left 
-” actually tunnelled | 
underneath the mountain, [Gee Very Long | ; | Easy Left Caution! 
but this doesn’t make any | Medium Open 
difference to driving _ Left, | Easy Left Hairpin 
conditions except that it | pent | RiguE 
can’t snow in a tunnel! | we Very,Very | | Easy Left I | Easy Left 
Surprisingly stretches of road | Long 
are completely snow free | Mediam 
around this course too — the 5 os = ie _ Oe 
snow ploughs must have been ; | ] Easy a In Tarmac, 
out! Right, Medium 
There are a couple of good peice ae 
straights, one on either side of 
the course. If you can approach 
a competitor in a straight line, 
use these for overtaking — but 
watch out as they could be 
sliding around in the snow too! 
It’s very easy to get stuck on 
the sides of the course in the 
snow. If you do, let go of the 
accelerator and get off the bank 
before continuing. 





comtinued > 
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*, This is by far the 

” longest of all the 
Snowy tracks and it 
packed to bursting with 
‘twists and turns. Make sure 
you take a look at your tyre 
set-up before tackling this one, 





| Long 
Medium 
Left 


Caution! 
Crest 


and have tyres that will stand 
some serious punishment and 
give good grip in the snow! As 
you should know by now, the 
snow causes one major 
problem — if you drive your car 
onto the ridge at the side of 





the road you will get stuck, 
and seriously spoil your chance 
of a fast lap time. IF this 
happens, let go of the 
accelerator until you're back on 
the main road, then let rip 
once more. 


Difficulty | ***x*x*«* 
Best car | Peugeot 
306 Maxi 





(mFotDUiTeP 


> Access All Tracks 


Go to the title screen and 
press Up, Left, Down, 
Right, B, A, B, Right, Down 
(using the D-Pad, NOT the 
Analogue Stick). This will 
open up all of the tracks in 
the Championship Mode, 
including the secret track! 





There aren't any decent straight 
sections to this track, so overtaking must 
he done while sliding past your opponents. 

If you feel the car starting to slide in 
the snow ant ice, ease off on the 
accelerator. [3] When you play in Arcade 
or Championship modes the track is lined 
with spectators. 


] Long, 
| Easy 

| Right, 
| Maybe 


Medium 
Right 


“Caution! 
Hairpin 
Right 


Long 


Medium © 


Left 
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] Very, very 


| Long Easy »_ 
| Left,May- © 


| be, Open 


Medium 
Right 


=] Easy Left 


10 Be... 205 


Medium 
Right 


| 
} 


Easy 
Right, 
Easy Left 


Caution! 
Long K- 
Left 


‘Very, very 


Long 
Medium 
Left 








tracks continue 
next issue... 
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customer service 0113 234 0999 


THE ULTIMATE GAMING CONSOLE, CAPABLE 
oF AMAZING 3D GRAPHICS. 





128 bit 3D processing 


DPOWeP? (that’s faster than most 
high spec home computers!) 

Built in 33.6 kbs modem 
includes Dreamcast Passport 
software which allows free 
unlimited access to the 
internet and email. Play 


Due to the immense extra pleasure that you 
will get from your Dreamcast by playing games 
online, we strongly advise against buying 
imported games or machines. You can ONLY 
play online with a UK machine and UK games. 
Expected for release on Dreamcast launch day: 
Blue Stinger £33.99 rr.p £39.99 
Buggy Heat £33.99  r.r.p £39.99 



















Cool Boarders £33.99 rr.p £39.99 games online and challenge 
Dynamite Cop 2 £33.99 r.r.p £39.99 players across the globe. 
Echo the Dolphin £33.99 r.r.p £39.99 

Formula 1 Racing £33.99 r.r.p £39.99 





House of the Dead 2 £33.99 rrp £39.99 
Incoming £33.99 r.r.p £39.99 
Metropolis Street Racer £33.99 r.r.p £39.99 
































































































Millenium Soldier £33.99 rr.p £39.99 

Monaco GP Sim 2 £33.99 r.r.p £39.99 N EO G EO POC KET 

NBA 2000 £33.99 r.r.p £39.99 

Pen Pen £33.99 rr.p £39.99 CO LO U R £59. 99 

Powerstone £33.99 rrp £39.99 pee - 
Red Dog £33.99 r.r.p £39.99 Rees "7 : of 

Sega Bass Fishing £33.99  r.r.p £39.99 tees veooa 
Sega Rally 2 £33.99 _r.r.p £39.99 

Sonic Adventure £33.99 r.r.p £39.99 

Soul Caliber £33.99 _r.r.p £39.99 

Speed Devils £33.99 r.r.p £39.99 ( 
Take the Bullet £33.99 r.r.p £39.99 : 
Toy Commander £33.99 rr.p £39.99 official keyboard £1 9.99 / eee 
Trick Style £33.99 _r.r.p £39.99 I. Me sie dala a vi 
UEFA Striker £33.99 r.r.p €39.99 Vi. i EE : 

Virtua Striker 2 £33.99 r.r.p £39.99 The Neo Geo Pocket Colour is a 16-bit Official dreamcast 

Virtua Fighter 3tb £33.99 r.r.p £39.99 handheld machine capable of showing 


controller ¢19.99 7) 


146 colours (colour Gameboy is only ergonomic perfection, 


World League Soccer £33.99 r.r.p £39.99 

























8-bit and has 56 colours). It offers real easy to use and suberbly 2 INNOVATION! 
4 : time gaming, a unique control stick fast response. a The first console to 
dinsinastheyear ing orvatourweb otsae | __foracade style gaming and is Fg vests enoars 







COMPATIBLE WITH DREAMCAST!* 


to allow you to surf 
the internet. 


www.gameplay.com for a more up to date schedule. visual memory 















































































































Ra cours "126% Handheld console ..£59,99 uni VMU) €19,99 eemasmoman 
Hydro-Thunder € cheapest r.r.p. £39.99 Available in Anthracite. Aqua gee yin d 
Marvel vs Capcom € cueapest r.r.p £39.99 Blue Blue, Clear, Platinum thar glee gealed official steering 
Mortal Kombat Gold € CHEAPEST F.r.p £39.99 Silver and Stone Blue. iiaiionck £40.00 wheel £39,99 
NFL ‘QBC 2000’ £ cHEaAPesT r.r.p £39.99 E oy 
Re ~ Volt Ecuanst rrp €39.99 || All the following Neo Geo Gealickiany ins: rash ait pied ara 
Ready to Rumble £ cHEAPEsT r.r.p £39.99 Colour games are £20.99: shot ina sensory overload. . 
Shadowman € cHeapest r.r.p £39.99 Bio Motor Unitron, Crush Roller, official arcade 
South Park Rally € cHEAPEsT .r.p £39.99 Fatal Fury, King of Fighters™, Metal controller £19.99 
Tokyo Highway Challenge € cnearest r.r.p £39.99 Slug, Neo Cherry Master, Neo to complete your 
TrickStyle € cHeapest r.r.p £39.99 Dragons Wild, Neo Geo Cup, Neo ‘arcade’ at home. 
Vigilante 8 2nd Offense = £ cueapest r.r.p £39.99 Mystery Bonus, Neo Turfmaster, VGAbox €Call 
WWF Attitude £ cHeapest r.r.p £39.99 Pacman, Pocket Tennis, Puzzle sili dine: boeciibaraiad 4 
Bobble Mini and Samurai TV into your Dreamcast. 
ORDER WITH CONFIDENCE from amepiay ged | Showdown. 
one of the largest games suppliers in the With Wireplay to form: Link Lead........ . » £9.99 Psd sable £Call 
UK. Over 310,000 customers so far! Europe’s biggest online Mains Adaptor |__|. £18.99 :aPep laa ity picture 


Ist class delivery free of 

par poate mainland. We provide 
the Fi delivery service around: 
1-3 working days max on stock items. 
Next working day delivery from £4. 
Orders placed before 3pm are sent 
the same day (subject to stock). 
Payment via cheque please allow 8 
working days for cheque clearance or 
add £1 for express clearance. 










ES AND AVAILABILITY BEFORE ORDERING AS SOME ITEMS MAY BE LIMITED STOCK AND PRICES ARE SUBJECT TO FLUCTUATION 














ut out this order form and post to: 
7 GAMEPLAY, ENTERTAINMENT HOUSE, 
CROSS CHANCELLOR STREET, LEEDS, LS6 2TG 



































If you are not absolutely 













b 5 INAMES 2 coatabvotasivotveteaeee st hate HAVE YOU ORDERED BEFORE? Yes / No 
siock games ond occessones fey | delighted with your pur- | A 
PSX, N64 & other consoles , PC CD chase for any reason you PUES oes Gh yinporh sa sTiuasetine eet oe Stance Mae. chest 
ROM and DVD. may return it to us and we | ] 
OPTIONAL EXPRESS CHEQUE CLEARANCE. IF YOU ARE 


will gladly exchange it for 
you or send a refund. Simply 
ring for an authorisation 
number and return it to us 


by recorded delivery. 
(We will make a small restocking 
charge of £4 or 10% of the purchase 


Other companies may take your 
MONEY immediately but with 
Gameplay you will be safe know- 
ing that your credit card will 
not be debited until your 
order is despatched! 


Order by credit card, cheque, Postal 


PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £1.00 HERE FOR EXPRESS CLEARANCE* 


POSTCODE: ede sa cibaeagesispalinareatianiebaebes ss ene SIGNATURE: Maddssacineescnuiseaievacarenns Postage is FREE for all games shipped within the UK. P&P 
| Optional NEXT DAY DELIVERY available: £4.00 for Ist 


ail 
it lus £1.00 for each sub t item. 
' ELM ae tested destogd’ SARE dat Fe RARE eh a Overseas posioge - £2.50 per sciwore em, TOTAL 
4 CasH [_] CHeque[_] Posta Orver[_] Caro [_] RA =m NSN e Cheques payable to ‘Gameplay’. 


Prices correct at time of going to press. E & OE. q 
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Orders or cash (please send cash in price and we would ask that you Caro No. LJOOODOOOOOOOOoOoOoOoOo ery Date CI /COAC Issue No. []| On 
a registered envelope for your own return the item in perfect condition.) le tate PEED an SBOE TE A a LE 
protection). Sorry, no COD. *your statutory rights are not affected Pn a oe ee — 





= a 
* UNFORTUNATELY, EXPRESS CHEQUE CLEARANCE CANNOT BE USED FOR BUILDING SOCIETY CHEQUES Sent to press 15/8/99 
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Three twn6.—_ One... $0 hie Hiest 
Formula One racing-game-on-Dreamcast— 
iS a Masterpiece of programming from 
Ubi-Soft-and-we -ve-got-a-ful-suide-to 
every track-so-you-can-swot up before - 
taking of those ope chicanes!- 


some of the 
most advanced epee en ee ee a ae ae ee a 
features ever nomad: = 
seen in 
a racing 
simulation” 





Dreameast 
os | nl | on | 
Simulation: . ‘ies 
Monsco (= - ~ 
ace: ee, + i sista 


Grond Prix 


Developer | !n-house 
France 


Racing 


Origin 


Publisher Infogrames 
Genre 


e 
e.¢@ 
es 


two player erceade stick 


Ve 
\ 
' 
% 
steering wheel jump peck 


The game includes a great 
retro racing option where 
you can go back in time! 








*.. Driving is as easy as 


- following these controls... 


J Steer left and right 


Shift down gears 


Shift up gears 


Change viewpoint 


Change replay viewpoint 


Brake 


fm Accelerate 


Pause/unpause 


Not used 





Australia 


Melbourne 

Track length: 5302 m 
No. of laps: 58 
Total distance: 307.516 km 
Stop strategy: 1 or 2 

Tyre strategy: Soft 





*, Situated slap bang in 
” the centre of Melbourne 
at Albert Park this is a 


popular circuit with expert 
drivers because of its 
tough chicanes and very 
long and fast bends. It’s the 
track where your Formula One 
championship begins, and the 
cars can reach an average speed 
of over 200 kph! 

Albert Park is a track that the 
Australians don't use very often, 


take this very fast, 


and so tends to be very dusty 
and full of bumps — you should 
compensate for this by setting 
the chassis to an intermediate 
setting giving more stability. The 
downforce should also be reset 
to maximum, helping your car 
around the track. 

Most of the corners can be 
taken fairly fast, but watch out 
because some of them are blind 
corners and hard concrete walls 
and fast cars don’t go together 
very well! There are lots of 
gravel traps and large areas of 
open grass dotted around this 
track so avoid running wide on 
the corners or your wheels will 
pick up debris, temporarily 
reducing your maximum speed 
and traction. 

Two areas to watch for 
are the first chicane 
directly after the 
Start/finish line. This 
one has claimed 
lives in the past and 
should be slowed 
down for. Then 
Opposite the pits is a 
big bend. You can 


reaching 280 kph before 





a Name? 


Ubi Soft didn’t get an official 

licence for Racing Simulation: 

Monaco Grand Prix, so instead they 

altered the names of the drivers and gave the teams numbers. 
Here’s what they should all be... 


Drivers 
D. Chambers D. Coulthard 
D. Hughes D. Hill 
E. Ismith E. Irvine 
G. Brauwner_ G. Berger 
G. Finesta G. Fisichella 
G 
H 


J. Villeneuve 
M. Howen M. Hakkinen 
M. Sakai M. Salo 

M. Schmidtke M. Schumacher 
O. Perret O. Panis 

P. Dazaro P. Diniz 

R. Bonibrasco R. Barrichello 
R. Schmidtke R. Schumacher 
S. Notaki S. Nakano 

T. Menasques_ T. Marques 

U. Katsuoka_ U. Katayama 


J. Vouellete 


G. Mambiti . Morbidelli 
H. Fieldman . H. Frentzen 
J. Antonin J. Alesi 

J. Hamon J. Hebert 

J. Matassen J. Magnussen 
J. Van OOsten J. Verstappen 


} ei 26 : eau. 


4x 0C 35 SS GT Fee £2 


5 LAPS REMAINING 


There's always a racing line to take around every corner. If you're not sure how 
exactly to take it, look out for the tyre marks on the road — they're a dead giveaway! 
Dust is a major problem around the Australian track. 


touching the brakes and turning 
into the left-hand corner. Next 
comes a tough right-hand bend 
followed by a straight where 
you can do some 
Serious 
overtaking. 
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= ~ 
‘ Pe scan ap cenemans 
Brazil 
$a0 Paulo 
Track length: = 4325 m - 
No. of laps: 72 = 
Total distance: 311.40 km - 
Stop strategy: | 
Tyre strategy: Soft circuits located in Sao far as the chassis and car along the final stretch of the 
Paulo, Brazil. This challenging —§ mechanics are concerned. A Circuit, but you must allow time 
+, Round two of the track has a very distressed well set-up car should have a for braking into the first turn 
; “ championship is the surface full of bumps and good compromise between because it’s an extremely sharp 
first of the South American — lumps that gives an unsettled suspension and ride height — one. The downward sloping 
drive and can lead to neck- ° you should also make bend which follows the pit 
muscle fatigue in drivers — it’s adjustments for the altitude of straight is also a favourite with 
also the only track where the the track as this can effect experienced drivers. Once 
cars go around anti-clockwise! engine performance. again, try to avoid running wide 
Brazil has a myriad of The best opportunities for on any of the corners or you'll 


difficult corners for you to safe overtaking you find yourself becalmed in the 
negotiate and an incredibly fast — get are ay: gravel running along the side of 
starting/finishing straight so it’s the circuit. 

a demanding track as fee: 


Extra information? 


> Ubi Soft have released 
Monaco Grand Prix on the 
N64, PC and PlayStation — 
but the Dreamcast version is 
the best! 





Technical Data 


Chassis 

Weight empty: 600 kg, driver on board 
Wheelbase: 3000 mm 

Front: 1650 mm 

Rear: 1600 mm 

Total length: = 4700 mm 


SePEPeRT? 















Engine 
V10 cylinder - 72° - 700 hp - 14000 revs/min 
Maximal speed: | 4400 revs/min 

Material: Aluminium block 

Valves: 4 per cylinder 

Weight: 105 kg 
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Argentina 


Buenos Aires 

Track length: = 4257 m 
No. of laps: 72 

Total distance: 306.504 km 
Stop strategy: 2 

Tyre strategy: Soft 


+, Race three is held at 
“” Buenos Aires in 
Argentina, the capital of 
the country. [his track has 
only recently been included as a 
Grand Prix circuit after 
alterations were made to 
reduce the bumpy track 
surface. The circuit is far from 
perfect though, and many 
drivers find it the most tedious 
of all tracks, nicknaming it the 
‘Temporada Turnstile’! 

The track has a similar layout 
to a gokarting circuit being very 
narrow with plenty of slow, 
winding corners. This makes 
overtaking extremely difficult 
and very hazardous. To 








"POS 62 


Py oe ef 
pitins % 
Ar. PPS 


| 


E infor on> 





compensate for the bad track 
surface you must change the 
incidence angle of the wings to 
give as much grip as possible. 
The car’s chassis must be altered 
to absorb the many knocks it 
will take as you drive around. 
Qualifying for this race is 
extremely important as pole 
position will give you a good 
chance of winning the Grand 
Prix. Take care when negotiating 
the numerous hairpin corners 
on the circuit, though, as it’s 
very easy to accelerate 
too quickly and 





Williams Renautt 


Technical Data 


Chassis 
Weight empty: 
Wheelbase: 
Front: 

Rear: 

Total length: 


600 kg, driver on board 
2890 mm 
1670 mm 
1600 mm 
4150 mm 


Engine 

V10 cylinder - 71° - 755 hp - 14600 revs/min - 
Maximal speed: 15300 revs/min 

Material: Aluminium block 

Valves: 4 per cylinder 

Weight: 132 kg 
































end up sliding across the track 
and onto the grass. There are 
very few overtaking 

opportunities in this track, so 
when you get the chance of a 
straight accelerate like mad 
to make up time. 
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Ext, information> 


> Due to the high speeds 
you can achieve on this 
course, you will have to be 
extra alert to avoid a 
nasty accident. 


If you're the Kind of driver that likes to stick his foot down and see what a machine is capable of 


Salt Marino wail! 7 _. 3 = then the San Marino track is for you — it has lots of very long straights. 































Imola course slightly slower. However, you on your toes, but to 
Track length: 4930m this track is still extremely fast help out set the 
No. of laps: 62 and provides a challenge for all downforce of the car to 
Total distance: 305.660 km you would-be champions. intermediate and tighten 
Stop strategy: 1 or 2 San Marino is a technical up the chassis setting to 
Tyre strategy: Soft circuit with many long sections __ aid in braking. 

that are great for accelerating 


*, Round four moves you but watch out as they're 
“" on to Imola, San followed by tight, tricky 
Marino. This track is infamous — bends where you will 

for the tragic accident in 1994 need to slam the 
when both Ayrton Senna and brakes on. This 
Roland Ratzenberger lost their track will keep 
ives. Since this accident there 
have been some alterations 

made to the circuit with new 
chicanes added to make the 





Technical Data 


Chassis 
Weight empty: 600 kg, driver on board 
Wheelbase: 2935 mm 
Front: 1690 mm 
Rear: 1605 mm 
Total length: 1348 mm 


<j 





Ytll fl 











Engine 
V10 cylinder - 75° - 760 hp - 14800 revs/min 
Maximal speed: 15300 revs/min 
Material: Cast-iron 

Valves: 4 per cylinder 

Weight: 140 kg 
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7 LAPS REMAINING 


chances to overtake. 
onacd Concentration is the key to 
being successful on this circuit, 


So take your time and try to 


Monte-Carlo avoid crashing into the many 

Track length: 336/m barriers around the edges of 

No. of laps: 78 the track. 

Total distance: 262.548km Monaco demands a lot of the 

Stop strategy: 1 or 2 cars and drivers and the best 

Tyre strategy: Soft settings we can recommend are 17 O.Perret 
maximum downforce, a high 20 M.Sakai 


ride height to minimise scraping 
and gentle suspension. 





*, Race five takes place in 
«” Monaco, the most 
famous of all race tracks as 
it is now the only remaining 
street circuit in the Grand 
Prix championship. It's run 
by the ACM (Automobile Cluo 
de Monaco) and as the track 
snakes through the streets it 
gives a true driving challenge. 
Monaco's streets are so 
winding that this track is the 
slowest of them all, and the 
shortest too. You'll be hard 
pushed to achieve an average 
speed of any more than 140 
koh. The start is often complete 
chaos when all drivers want to SNE alll 
overtake towards St Dévote, a -_ SESS Seas 
tight right-hand corner which ad 
doesn’t allow many cars side- 
by-side. Beware of pile-ups! 
There aren't any real straights 
here, and as a result the race 


often resembles a parade 


} arse’ y Ur 
because there are so few ; 





comti nued 
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Barcelona 

Track length:  4726m 
No. of laps: 64 

Total distance: 302.464 km 
Stop strategy: | or 2 

Tyre strategy: Soft 


*, It’s on to round six and 
” the teams move to 
Barcelona in Spain — this is 
where many of the 
Formula One teams go to 
prepare for the new 
season, so the drivers are 
familiar with the track. 
Barcelona has loads of 
sweeping bends and offers 
drivers very few chances for 
overtaking. Try to ease off the 
accelerator — your average 
speed around here will be no 
more than 200 kph. This is a 
tough track for the engines and 
there's a lot of harsh braking to 


‘a information? 


* There’s not much chance of 
overtaking on the Spanish 
course, the sweeping bends 
make sure of this. 


be done so the first thing to do 
is make sure you have a flexible 
chassis set-up to soften out the 
bumps. Your engine also needs 
to be flexible enough to boost 
the acceleration as you come 
out of the corners. Bump up 
the downforce too — you'll 
need it on some of these long, 
fast bends. 

Slow down in order to make 
turns on the longer corners and 
use the start-finish straight to 
pass as many Cars as possible, 
all the time keeping an eye on 
your tyres, the abrasive track 
surface means they can wear 
out quickly. There's plenty of 
gravel surrounding this 
circuit so take care 
not to run wide 
on any of the 
corners. 
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the great Gilles Villeneuve — You must set up the car with 
father of Jacques Villeneuve — enough downforce to take the 
who won there in 1979. chicanes and corners well, but 
The track lacks any decent you also need a good top 
Montreal grip as it’s another one that is — speed. The long straight that 




























Track length: 4421 m rarely used. It’s tricky to get approaches the pits is 
No of laps: 69 your car settings right for very demanding on the 
Total distance: 305.049 km Canada too as it has a mixture _cars, and it’s closely 
Stop strategy: 1 or 2 of long, fast straights and followed by a nasty 


Tyre strategy: Soft tight bends. chicane, so beware! 


«, Round seven takes 

.” place in the land of the 
Mounties — Canada, on 
Notre Dame island to be 
precise, slap bang in the 
centre of the Saint 
Lawrence river. In the real 
Grand Prix the circuit 
is named after 






You should have no problem 
overtaking around this circuit, 
but do be careful not to cut the 
corners on the chicanes or 
you'll be shown a black and 
white flag. It’s always an 
interesting race in Canada — just i JHHAMON 
make sure you stay in the car TEAM 8 

long enough to finish it! 


Technical Data 


Chassis 

Weight empty: 550 kg, without driver 
Wheelbase: 2880 mm 

Front: 1700 mm 

Rear: 1600 mm 

Total length: unknown 


Engine 

V10 cylinder - 71° - 760 hp - 14600 revs/min 

Maximal speed: 15300 revs/min o 
Material: aluminium block - 

Valves: 4 per cylinder 755 hpsaeL4600 rpm 
Weight: 132 kg 
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France 


Magny-Cours 

Track length: 4247 m 
No. of laps: 2 

Total distance: 305.784 km 
Stop strategy: 2 

Tyre strategy: Soft 


, The championship 
“” moves to Magny-Cours 
in France for round eight. 
This track used to be a club 
racing track until former French 
President Mitterand backed a 
move to transform it into the 
fantastic circuit it has become 
today. The modern design 
combined with a new smoother 
road surface makes for an 
excellent race, but this doesn’ 
stop many drivers feeling the 
track is tedious — mainly 
because it’s almost impossib 
to overtake. 

Directly after the pit straight 
is the Estoril bend — you should 
make sure you don’t enter this 
too fast as the centrifugal force 
will throw your car directly into 
the gravel trap. You need to 
have a good head of speed 
coming out of the bend as it 


or 


ia) 





y oY 40) 
oY Laps 





ERT EEE E TTT mans ete een ier 


Sets 





{1] The checkpoints are there to spur 
you on to reach the chequered flag! 


a, 











































7 LAPS REMAINING 


leads into the best straight on 
the circuit. 

Another interesting point of 
the track is the entrance to the 
pits, it's quite a winding road, 
SO make sure you don’t come 
charging in too fast or you'll do 
your Car irreparable damage. 

The French track doesn’t 
need a very complex car set-up, 
a low ride height is useful as 
the track is very smooth, but 
other than that it’s up to you! 
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Silverstone 

Track length: 5140m 
No. of laps: 5, 

Total distance: 308.26 km 


Stop strategy: 1 or 2 
Tyre strategy: Soft 


«, Round nine is held at 
.” Silverstone in Great 
Britain, a former RAF 
aerodrome that was 
turned into a racing track 
back in 1948 and went on 
to become a firm 
favourite with all drivers. 
Damon Hill was very happy 
after winning his home Grand 
Prix here in 1994. 

This is a fast circuit which has 
a fair number of testing corners 
to challenge your driving skills — 
it is also one of the only tracks 
in the world to have a curved 
starting grid which leads into the 
first corner, the Copse. The 








speed you take some of the 
straight at will depend on how 
much fuel you've got in the car. 
If the tank is empty, accelerate 

O top speed and get the most 
out of the car, if it’s Full then you 
should take is a bit more steady, 
The two straights in 
Silverstone offer you ample 
Opportunity to overtake, so just 
take care not to run off the 
track into the gravel around the 
sides. This is a demanding track 
that will require a massive 
amount of concentration, 
mistakes can be costly and they 
happen often as it’s nearly 
always raining! 


Car 











etles 


a 


Technical Data 


Chassis 
Weight empty: 






600 kg, driver on board 












Wheelbase: not disclosed 
Front: not disclosed 
Rear: not disclosedi = — =a ae 


Total length: not disclosed 

Engine 

V10 cylinder - 75° - 760 hp - 15800 revs/min 
Maximal speed: 16600 revs/min 
Material: aluminium block 

Valves: 4 per cylinder 

Weight: not disclosed 


760 hpaee 5800 rpm 
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+, Round ten takes place Low downforce is the key to 
“” at Hockenheim in winning this race as the course 


= Germany, home to the has four long straights so a high 
Hockenheim Schumacher brothers and top speed is important. Braking 
Track length: 6823 m Heinz-Harold Frentzen. must also have some attention 
No. of laps: 45 Originally this track was a test as slowing down from 350 kph 
Total distance: 307.035 km __ site for Mercedes, but since to take some of the chicanes 
Stop strategy: 2 or 3 being transformed it has puts a lot of strain on the car — 
Tyre strategy: Soft become one of the most it will have to go from 6th gear 


exciting race tracks anywhere in to 2nd in the space of just a 
the world. There’s an amazing 1 few metres! 





km straight in the track where Germany is a deceptively 
cars can reach up to 350 kph simple track, but you need to 
making Hockenheim one of the be well experienced to get the 
fastest in the current right balance in the car — and 
championship. There are several zipping through the trees at 
tight chicanes which should high speeds will need plenty of 


really test your driving ability. courage, or stupidity! 


Technical Data ’ 


Chassis 
Weight empty: 600 kg, driver on board 
Wheelbase: 2950 mm 


Front: 1700 mm 
Rear: 1618 mm 
Total length: unknown 


Engine F | \ 
V10 cylinder - 72° - 740 hp - 13900 revs/min 
Maximal speed: 14400 revs/min 









Aan eo 
™ ae 









Material: cast-iron block gciee ali 
pose iY hn . su 

Valves: 4 per cylinder ae in Pb 1 atta ut rpm 

Weight: 133 kg pt Sia 
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Budapest 

Track length: 3968 m 
No. of laps: TT 

Total distance: 305.536 km 
Stop strategy: 2 or 3 

Tyre strategy: Soft 


*, The eleventh round of 
." the championship takes 
place the Hungaroring in 
Budapest. This track is set in 
beautiful surroundings but is 
rarely used, and the surface can 
therefore be very dirty. There 
are lots of tight corners to 
negotiate and also loads of 
gravel traps to catch unwary 
speeding drivers when they 
overshoot a corner. 

Overtaking on this circuit is 
extremely difficult and can only 
be attempted safely on the 
starting/finishing straight, this is 
why it’s also considered a 


B08 SNE ars sur ened oat dh oo 


tedious track by experienced 
drivers. Qualifying in the Front 
row of the grid for this race is 
vital iF you wish to have any 
chance of winning on this 
track. You can't afford any 
lapse in concentration 
all the way around, 
making the race both 
physically and mentally 
demanding. 

The entire track is 
located in a dip, so in the 
summer it can get 


excruciatingly hot. The heat will 9 


effect the tyres and you will 
have to make sure the car has a 
lot of downforce to keep it on 
the track. 


a a 


Ot Cpapen). 


001447 


7 LAPS REMAI 


The in-car view is one of the 
toughest to drive in. (2) Driving off 
the track covers the wheels in grass! 


se 


>If you try to turn too sharply 
on the wrong road surface 
your car can easily spin out - 
be careful! 


comti nue : 
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Belgium 
Spa-Francorchamps 


Track length: 6967 m 
No. of laps: 44 

Total distance: 306.548 km 
Stop strategy: 2 

Tyre strategy: Soft 


*, On to round 12 which is 
” set in one of the most places where overtaking can be 
attractive tracks - it’s also — achieved successfully. 

the race that all the The Belgian track will test all 
drivers and fans look reas Of driving expertise: hard 
forward to the most. This raking, high speeds, fast bends 
race track is steeped in history nd tight corners. Qualifying is 
and is ranked as one of the itally important for this race as 
best circuits in the world. A he first corner is an extremely 
Fast circuit with plenty of ght right hairpin and this can 
corners, this track has several sometimes cause a large pile-up 
of cars all trying to get position. 
Other points of interest include 
the downhill slope that 
stretches from a large wall 
down towards the spectator 
Stand. It’s impressive to watch, 
but only the best drivers are 
brave enough to take this at top 
speed. Just before the finish 
line there’s another tricky 
chicane, be careful through 

this section. 

The weather can also be a 
problem on this race circuit as 
it nearly always rains at some 
point over the race weekend. 


om 


Su LOY 








or 














Technical Data 


Chassis 
Weight empty: 600 kg, driver on board 
Wheelbase: 2995 mm 
Front: 1693 mm 
Rear: 1608 mm 
Total length: 4335 mm 













Engine 
V10 cylinder - 72° - 710 hp - 13900 revs/min 
Maximal speed: 14500 revs/min 
Material: cast-iron dlock 

Valves: 4 per cylinder 

Weight: 140 kg 
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faly 


Milan 

Track length: 57/70m 
No. of laps: 53 

Total distance: 305.81 km 
Stop strategy: | or 2 
Tyre strategy: Soft 


+, Italy is the setting for 


-" round 13 on the Moza 
track, a circuit that is 
seeped in history. This is an 
extremely fast track, with an 
average speed per lap of 240 
kph! There are some great long 
straights for accelerating and 
overtaking interspersed by 


bends and chicanes that can 
still be taken at a good speed. 
Speed is a killer though and 
Monza is also well-known for 
accidents involving great drivers 
like Alberto Ascari, Wolfgang von 
Trips, Jochen Rindt and Ronnie 
Peterson. To help keep the car 
on the track you should make 





sure you tinker with the 
downforce and engine settings — 
the car will be racing flat out 
most of the time. A good 
mechanical set-up will make 
maximum use of the 
acceleration as you exit chicanes. 
Qualifying in a good position 
will give you an excellent chance 
of winning this Grand Prix, but 
you need to time your pit stops 


xtea information> 


> Italy is another track known 
for its accidents. Take the 
bends at a sensible speed or 
it could all go wrong! 










well. The first stretch of track 
from the starting line is a tight 
left/right/left which can create 
nasty collisions if you're not out 
the front. Avoid running wide 
on the corners or you find 
yourself sliding into the 
gravel traps around the 
edge of the circuit. if 


















Extra information> 


> Now’s the time to rehilly i fole)g 

it! This straight section was 

quite simply built for speed - 

get that hammer down! 
[1] You get the 
real Formula One 
experience when 
you drive with 
the in-car 
viewnoint. 










ttt 
U/ ee 


comtinued 
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right and good track position ae 
gives you an advantage over the a isietuus ls ee 
other drivers. Make sure that 





you brake in plenty of time for 4/2 
ba +, Round 14 moves on to the two hairpin corners as the 
“the Al -Ring in Austria gravel traps surrounding this 
and is all new, the old track are particularly deep and 
= version being the historic it can take some time to get 
Al “Ring Osterreichring circuit. This back on the track after a slide. 
Track length: 4323 m track is very much a stop-go Any slight lapse in concentration 
No. of laps: 71 circuit with a couple of long on this track will cause your car wee Te 
Total distance: 306.933 km straights and plenty of tight to spin off, so stay alert! : 
Stop strategy: 2 or 3 corners, but it does create a Make sure you increase the 
Tyre strategy: Soft breathtaking race with plenty of | downforce settings on your car 
overtaking opportunities. before setting off around the 
ee by ko} Qualifying is once again Austrian track, this will give you 
3 important at this venue as the good performance on the fast 








seem first turn is an extremely sharp straights and slow bends. 


[1] The cars all have ‘Team’ something 
written on them, no official licences in Extra information> 


this game! > If you're not sure of how to 
take the corners, follow the 
tyre marks on the track 
surface and you'll do okay. 


xan, We : 5: ns 
%) 
ed 


Technical Data 


Chassis 


Weight empty: 600 kg, driver on board 
Wheelbase: 2940 mm 
Front: 1660 mm 
Rear: 1610 mm 
Total length: unknown 


Engine 

V10 cylinder - 75° - 760 hp - 14500 revs/min 
Maximal speed: 15200 revs/min 
Material: cast-iron block 


Valves: 4 per cylinder 760 hp aeet4500 rpm 
Weight: 140 kg 
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Nurburgring 

Track length: 94555 m 
No. of laps: 67 

Total distance: 305.185 km 
Stop strategy: 2 

Tyre strategy: Soft 


», Nurburgring is the 
“” setting for round 15, 
which is actually situated 
between Bonn and 
Dusseldorf in Germany but 
plays host to the 
Luxembourg Grand Prix. 
This track has been changed 
since a horrific accident here in 
1976 involving one of the 
greatest racing drivers in 


Extra information> 








uxembour 


history, Nicki Lauda. The 
circuit is very hilly and full 
of corners with a couple 
of straights that allow 
restricted overtaking — the 
emphasis is definitely on 
driver safety at all times. 

Qualifying is once again 
important if you wish to win, 
as is a good pit strategy and a 
high average speed. This course 
has some of the largest gravel 
traps in the championship, 
which you should avoid at all 
costs. Set the car to maximum 
downforce to help it through 
the frequent bends without too 
many problems. 

The one unpredictable factor 
on this track is the weather as 
this area of the world gets a lot 
of rain. We're not talking a 
drizzle here — the track 
becomes totally drenched! 











{1} The final straight in coming up and 
you're in second place — there’s a 


6 LAPS REMAINING chance you just might win! 


Technical Data 








Chassis 

Weight empty: 600 kg Wheelbase: 2990 
mm 

Front: 1700 mm 

Rear: 1610 mm 

Total length: 4330 mm 
















Engine 
V8 cylinder - 75° - 665 hp - 13700 revs/min 
Maximal speed: 14200 revs/min 
Material: aluminium block 
Valves: 4 per cylinder 

Weight: 130 kg 


655 hpsate13700 rpm 





continued > 
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Japan 


Suzuka 

Track length: 5860 m 
No. of laps: 53 

Total distance: 310.58 km 
Stop strategy: 2 

Tyre strategy: Soft 










































+, Round 16 is held at 
“” Suzuka in Japan, and is 
the only figure of eight 
circuit in the championship. 


It was originally designed as a downforce on the car. The high 
test circuit for Honda and is speeds of the race will also 
one of the most challenging require perfect tuning on the 
and exciting tracks to race —it's engine, so get tinkering again! 
considered to be the most Interestingly this is the only 
attractive, technical and well circuit in the game that gives 
laid out track after Belgium. the cars a bridge to 

With a good combination of cross over. 


fast and slow corners and a ry : xtra information? 
reasonable straight for a > The best way to move up 
overtaking this track will is well- Fa Ne: the field is to wait for the 
loved by most drivers. Normally a. Cars $0 Spop Quaching up 
: a5) ij Rat - and then focus on each 

the action here is intense as the competitor one at a time. 
season hots up and everyone Is 
challenging for the 
number one spot. In 
1990 Ayrton Senna and 
Alain Prost had a huge 
battle here that ended 
with both drivers sliding off 
the track into the gravel. 

Because the track has many 
bends and a long straight, 
you're going to need plenty of 





873 Laps 


Technical Data a t~“‘«é‘«‘iR ees 
Chassis : 

Weight empty: 600 kg, driver on board 
Wheelbase: 2900 mm 

Front: 1680 mm 

Rear: 1620 mm 

Total length: unknown 

















Engine 
V8 cylinder -78° - 680 hp - 13100 revs/min 
Maximal speed: 13600 revs/min 
Material: aluminium block 
Valves: 4 per cylinder 

Weight: 115 kg 
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Spain 

Track length: 4428 m 
No. of laps: 69 

Total distance: 305.532 km 
Stop strategy: 1 or 2 

Tyre strategy: Soft 






+, This European circuit is 
-” also set in Spain, and 
‘brings the Grand Prix to an 
end. At the end of this race the 
most talented driver will win 
the coveted title we've all 
been racing towards. 
The Spanish track has a 
modern layout with plenty of 
tight, twisting bends and 
some very fast straights — so 


Technical Data 


’ Chassis 


Wheelbase: 
Front: 

Rear: 

Total length: 


2950 mm 
1690 mm 
1585 mm 
unknown 


Engine 


Maximal speed: 
Material: 


Valves: 


Weight: 120 kg 








you get the best of both racing 
worlds. Two of the bends slope 
downwards so you'll have to 
make sure your car has 
sufficient downforce to make it 
around without spinning off. 

As you exit the long bends 
make sure you give the car 
plenty of acceleration so that 
you can make the most of the 
momentum and reach the top 
speed. Good luck, your whole 
racing career could rest on this 
one race! 


Stewart Ford 


Weight empty: 600 kg, driver on board 


V10 cylinder - 72° - 720 hp - 15100 revs/min 
16000 revs/min 

block made of cast-iron, 
aluminium and titanium 

4 per cylinder 












> Choose your view of the 
action wisely. In an in-car 
view it’s very difficult to 
anticipate the corners on an 
unfamiliar track. The third- 
person view will make 
things easier for beginners. 














Va 
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BHEEG WW GT 


Tel: 0171 627 5044 / 0797 462 0028 


e-mail: intogames@lineone.net 
into games P.O BOX 2874 W1A 5QS 


GAMES DIRECT 


282 GLOUCESTER RD, BRISTOL, BS7 8PD 
@ @: 01179 444 555 open til 8pm 





‘Tapia specialists for 





3) 


PlayStation, Dreamcast, Nintendo 64 and 
handheld software and hardware 
free same day delivery for central London 


PLANET GAMES © 
Freephone: 0800 298 3551 


Wwuw.planetgames.co.uk 
Opening Times: 10:00 - 7:00prn Mon - Fri 
12:00 - 4:00pm Sat - Sun 


DREAMCAST UK 
Released iYth Oct 
Price £32.99 

Sega Rally 2 

Virtual Fighter 


Sonic Adventure 
Blue Stinger 


DREAMCAST 
GAMES FROM 


Millenium Soldier-Expendabie q 


Incoming 

Monaco Grand Prix 2 
rstone 

Speed Devils 

Trick Style 

Ready 2 Rumble 


Released: IYth Oct+ 
Price: (Call 

Toy Commander 
Dynamite Cop 2 

House Of The Dead 2 + gun 
Sega Bass Fishing + rod 
Rerowings 

Cue Ball 

Hydro Thunder 

Marvel Vs Capcom 

Mortal Kombat Gold 

NFL Blitz 2000 

Pen Pen 

Tokyo Highway Challenge 
UEFR Striker 

Buggy Heat 

NBA 2000 

Soul Calibur 

Metropolis Street Racer 
Shen Mue 

Virtual Striker 2 

Formula | 


a ae | 
Visit our Web Site for 
PlayStation, N6Y 
& Gameboy Color. 
WWUJ.PLANETGAMES.CO.UK 


All prices include postage, packing & VAT 
So the price you see is the price you pay 
Freephone: 0800 298 355] 

Credit card orders may only be issued by 
the card halder confirming their address. 

Games are subject to availability. 

Prices may change.You can purchase 
your games online at our secure website. 

only, 


Orders/Cheques 
Made Payabie to Planet Games Ltd 
Planet Games, PO BOX 129 
Worcester Park, KTY 7WQ 


y 





1 WEEK’S FREE 
DREAMCAST 
GAME RENTAL 


CALL INTO OUR STORE WITH THIS VOUCHER. 
Valid until 30th November 1999 


WHY NOT PART EXCHANGE YOUR OLD 
CONSOLE FOR A DREAMCAST? 






NINTENDOS* 







FOR THE REACTION 
ZERATE DELIVERY DRIVER 
07060 191557 

MR. STAMWMER “OS C/R MY DAUGHTER'S PREGNANT 
07060 1971558 07060 171560 


Calls charged at £1/min at all times. Jokelines, P.O. Box 43, Warminster, BA12 7PP 
PLEASE SEEK PERINSSION FROM THE PERSON PAYING THE BILL BEFORE CALLING 


09060 191556 
THE DETECTIVE 
09060 191557 


CONSOLES LTD 
(EST 5 YEARS) 


NINTENDOS 





m (01635) 38783 / (01635) 845892 iN 


(EXCLUDES HOTO 
+ GET BASS) 


PERIPHERA 
ARCADE STIC 
DREAMCAST 
DREAMCAST PA 
DREAMCAST W 


IMPORT TITLES 
AERODANCING 
AIR FORCE DELTA 
GAMES + ACCESSORIES 
ARRIVING SOON 
CALL FOR PRICES 





Cheques and Postal Orders Made Payable To: i 
N.A.C, 27 RAILWAY RD, 
NEWBURY, 
BERKS, RGI4 7PE 
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A olalt-OF-ie-An DVD 
Player from Infogrames! 



















} Player 
on Quartet DVD Box set 
Terminator DVD 
Starship Troopers DVD 


Millenium Soldier 
Merchandise: 


Grey tie-up pants 
Exclusive record hag 
Exclusive laser quest set 


PHILIPS 


Name the ex-Take That singer who had a 
hit single with Millennium? 


., Dreamcast Solutions, and our The game, reviewed in issue one of 

*” sister magazine Dreamcast Dreamcast Magazine, on sale now, 

Magazine, have teamed up with puts you directly into the thick of the 
Infogrames to bring you the action with some amazing weaponry A. Gary Barlow 


exclusive chance to win a and level after level of alien cannon B. Robhie Williams 
state-of-the-art DVD player fodder. It has some fantastic lighting C. The other one with Orange in his name. 
and some of the best alien effects, massive bosses to challenge 

blasting movies to ever your trigger skills and really shows off Send your answer on a postcard or the hack of a 
grace the big screen. All this —§ what the Dreamcast can do. Se TE 

is to celebrate Infogrames’ To win this fantastic prize, or get a 


release of Millennium Soldier: runners-up prize, all you have to do is Dreamcast Solutions 
Expendable. answer this simple question... Paragon Publishing Ltd 
9 
St Peter’s Road 
+ The rules to entering this competition are simple. The editor’s decision is final. No correpondance will be entered Bournemouth 
into. Employees of Paragon Publishing or its sponsors Infogrames may not enter. Your entry should reach us no later BHI 2uS 
than 16 November, 1999. All winners will be available in writing from Paragon Publishing. The sponsors reserve the 5 
right to supply prizes of equivalent value rather than those illustrated. No cash alternatives. Entries should reach us hy 16 November. 
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A heat-’em-up to really show off 
your Dreamcast? It's arrived... 


SOULE 


, CALIBUR 


Sa Next issue we will have an 
fam exclusive players’ guide to the 


the 
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ALL THE MOVES 
| ALL THE CHARACTERS 
ALL THE CHEATS 





Sonic Adventure 
Patt 1wo 


To ensure your copy of what will become the @ t a 
leading unofficial Dreamcast tips magazine fill in MI Ute tf d CHS ior 


_ 6 3) oy f 
this coupon and hand it in to your local newsagent. pod Gd Hy Z 
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Dreamcast. 





CAIRCOMI 


* Import/NTSC version reviewed. 





“Massively addictive, cleverly realised and 
simply beautiful to look at, Capcom's 
Power Stone is truly a jewel 
in the Dreamcast s crown.” Edge 9/10* 


“Power Stone is probably the closest any game on a home 
system has come to the coin-op quality that 
videogames have always strived for.” Arcade 6/6* 


© =m 


Dreamcast. www .eidds.CtOm oS ee we a es 


© Capcom Co., Ltd. 1999 All Rights Reserved. Published under license by Eidos Interactive 1999. 
Sega, and Dreamcast are either trademarks or registered trademarks of Sega Enterprises, Ltd. © 1999 Sega Enterprises, Ltd. All Rights Reserved. 
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